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VIDEO EXPANSION 


The next chapter of the NF story begins! Thanks to a surge of new subscription sign-ups at Patreon.com/ 
NintendoForce since our last issue, we’ve soared past our latest stretch goal — meaning video content will 
now be created to support NF Magazine! 


It’s an exciting next step, and one that Nintendo Power never got to take before its cancellation at the end 
of 2012. YouTube was just beginning to become a daily fixture in gaming fans’ lives back then, and livestream- 
ing was in its infacy as well. Now, videos of all kinds are in constant rotation as a daily source for Nintendo fans 
to hear breaking news, see preview footage of upcoming games, watch classics played with added retrospec- 
tive commentary and more. The speedrunning community has even taken livestreaming games and turned it 
into a multi-million dollar enterprise, raising tons of support for charity! 


Altogether, video content creation seems like a smart way for the Nintendo Force to expand our reach and 
potential readership. But we don’t want to do it alone! We want to hear from all of you. What kinds of video 
content do you think we should create? What kinds of videos do you find yourself watching most on other, 
existing YouTube channels? We don’t want to simply replicate what other creators are already making else- 
where, but there are some staples like Let’s Plays that seem like a good starting point. 


In fact, that’s the plan for starters! Since our hitting this video expansion stretch goal has lined up timing- 
wise with the arrival of the new Nintendo Switch, мел! begin our video content creation with Switch 
launch coverage! We've got some slick NF video elements pre-made and ready to roll (like the Let’s Play/ 
livestreaming overlay seen below), and we’re eager to get started soon! Weigh in with your ideas about types 
of videos through Patreon, then keep your eyes locked on... 


YouTube.com/NFMagazine 


(2, 


PATREON.COM 
/NINTENDOFORCE 


WWW. ж 
NFMAGAZINE.COM 


/NINTENDOFORCE 


@NINTENDOFORCE 


Link... You are the light—our light—that 
must shine upon Hyrule once again. 
Now, go... 
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PREPARE FOR LAUNCH 


We have arrived at last — the first new, major 
hardware launch from Nintendo since NF first 
came into existence over four years ago! 
When we picked up the torch from the canned 
Nintendo Power in January 2013, it was less 
than two months after the Wii U had debuted. 
Covering that system’s launch was the last 
thing NP did before shutting down. Now, it’s 
our turn! Welcome to The Nintendo Switch 
Launch Guide, presented by NF Magazine! 

For this edition of NF we’ve pushed the all- 
new Switch system so fully into the spotlight 
that our regular sections may seem a little 
shrimpy to you. There are only a few Reviews, 
Community’s quite compact and Features has 
been set aside entirely — since its spirit has 
been fused together with Previews to create 
the central Launch Guide. That Guide picks up 
on Page 21 and carries all the way through to 
Page 56, covering as many Switch games as 
we could fit into the available space! There is 
truly a huge variety of different projects in the 
works for Nintendo’s seventh home console, 
and we're thrilled to finally be on the other 
side of the NX mystery now, fully able to look 
forward to games we actually know the names 
of! (While there are still plenty of rumors 
flying around, of course.) 

One section that wasn’t shrunk this time was 
Retro, though, as | wanted to give you all a full 
retrospective on past system launch lineups 
to be able to compare and contrast with the 
Switch. So enjoy that, get yourself hyped up 
even more and take it all in. It’s finally here! 
The beginning of the all-new era of Nintendo 
Switch! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #25: 
JANUARY/ 
FEBRUARY 2017 


We waved a fond farewell to our 
friend the Wii U in our last issue, 
closing its chapter in the long history 
of Nintendo to make way for the 
beginning of the all-new Switch era! 
As we did so, as always, we asked a 
few questions to you all in our 
Player’s Poll. First, we asked you 
which 2017 game you're most 
looking forward to playing, and why. 
Second, we wanted to hear your 
thoughts on Nintendo’s plans for the 
rollout of the Switch, in the wake of 
January 12’s big Switch Presentation 
2017. And finally, we asked you to 
imagine that you were placed in 
charge of bringing any game you 
wanted to the Switch! Would you pick 
an old favorite to bring back from the 
past, or would your creativity allow 
you to conjure up something entirely 
new? Here’s what you had to say! 


BEERS 


For 2017 I’m really excited to play Тһе 
Legend of Zelda: Breath of the Wild on 
the Switch. The game looks colorful, 
expansive and like a nice change to the 
Zelda series. - BECKY BRADLEY 


I’m most looking forward to Super 
Mario Odyssey. While | love Super Mario 
Galaxy 1 and 2, as well as Super Mario 
3D World, | still prefer the more open 
structure of Super Mario 64 and Super 
Mario Sunshine. Plus my 5-year-old son 
is currently playing through the entire 
Mario library. Odyssey will be special 
because we can both enjoy it for the 
first time together! - DYLAN LEE 


I would say Xenoblade Chronicles 2, but 
let’s be honest, there’s no way it won’t 
be delayed. Thus, I’m looking forward to 
Breath of the Wild the most in 2017. The 
latest trailer truly showcased the epic 
this adventure is going to be; from the 
dynamic world, the full-throttle action 
and an unprecedented level of emotion 
accompanied by an amazing score and 
art style. The Master Edition is also a 
thing of beauty that this enthusiast will 
be happily adding to his collection! 

— MARK J. VIGNONE 


І personally loved Nintendo’s Switch 
Presentation 2017. Of course there will 
always be questions about Nintendo’s 
decisions, and as a long-time, die-hard 
Nintendo fan I’m probably biased; 
however, | thought Nintendo did a great 
job of staying on message, addressing 
concerns that fans had with Wii U (it’s 
nice to see that they’re clearly paying 
attention to fan reactions) and adding a 


little usual "goofiness" to their presen- 
tation that allowed us to see how these 
devs and executives are still kids at 
heart. | thought it was a really smart 
move to have several speakers from 
across a range of companies come on to 
voice support of the system and 
announce some big titles. There’s a 
general excitement around the commu- 
nity for what the Switch is capable of, 
and | hope that translates into user 
support and, ultimately, commercial 
success! — CHRIS CHOQUETTE 


The way Nintendo announced the 
Switch was amazing! Showing off the 
system itself, then following it with 
many unique and unexpected IP 
announcements like Xenoblade 
Chronicles 2 (which made me scream 
with joy), and then showing off some 
fantastic third-party announcements 
such as No More Heroes, Shin Megami 
Tensei and later even Bomberman! For 
years we've watched ЕЗ Presentations 
and Directs with a lot of hype, hoping 
for one or two "big announcements" 
that would make us freak out. On 
January 12, we got four years’ worth of 
those in about one hour! — JOHN 
KNUDSEN 


I’m OK with the Switch rollout. | wish 
that we knew more upfront about their 
online and eShop plans, but that’s more 
because I’m tired of everyone complain- 
ing than for myself. It’s funny how for 
years people have been clamoring for a 
stage show when honestly | feel like the 
whole showing would have gone over 
better as a Direct. All of that said, I’m 


there Day 1. I've fully paid off my Switch, three 
games and a few accessories. | love everything 
about it! By the end of Year 1 I think l'Il have 12 to 15 
awesome Switch exclusives on it. — VINCE GOMES 


| wish Nintendo would bring a new Punch-Out!! to 
the Switch. When | first saw the ARMS trailer during 
the livestream, | was convinced that it would be the 
latest installment of that series — and became disap- 
pointed after it became clear that it will be a new IP. 
It’s been nearly eight years since Punch-Out!! Wii, 
and after Little Mac’s increase in popularity because 
of his inclusion іп Sm4sh, this is the perfect time for 
a new installment. As for features, | would keep it 
similar to previous games. However, it would be 
interesting to have an open-world component where 
Mac, and possibly Doc Louis, could freely explore an 
overworld between matches and minigames. (Like 
the challenge mode from Mario Super Sluggers). 

- ADAM BRESSLER 

I love that ARMS is a fresh IP, but would also 
have loved to see it connected to Punch-Out! іп 
some way. Maybe Little Mac will be a secret, 
unlockable fighter? 


| would bring a new The Legendary Starfy game to 
Switch. We've only gotten one Starfy game in North 
America, so | think it’s time for him to make a return 
in 3D. What the franchise lacks in challenge it defi- 
nitely makes up for in charm! They could even doa 
Kid Icarus: Uprising-style sequel and make the 
gameplay completely fresh. -- RYAN VANLIERE 


Oh wow, in charge of a game to bring to the Switch? 
There аге so many good series that I’d like to see 
revived or continued on the Switch, like a main 
series Animal Crossing game, an F-Zero game, even 
a new Donkey Kong Country game (I’m addicted) ... 
but I think the game I'd end up choosing for sure 
would be a new console title for Kid Icarus, with a lot 
of classic platforming! We haven’t seen a Kid Icarus 


ІНІ were in charge of bringing a game to the Switch console I, without hesitation, 


would pick Pilotwings. | know on the Nintendo 64 it was criticized as being nothing 


game оп a home console since the NES! And plus, its 
platforming gameplay might hold over some of 
those Metroid fans while they’re waiting for a new 
classic-style Metroid game! — ETHAN WHITTED 
Two readers mentioning Kid Icarus in a row? I 
don’t think I’ve ever even let you all know that 
he’s my favorite Nintendo character! 


For a completely different game on the Nintendo 
Switch, | would love to see a revival of a game from 
my childhood: The Legend of Zelda: Four Swords 
Adventures. In this engaging multiplayer experience, 
players have the choice of using either emoticons, or 
a first for Nintendo, voice chat, bringing the chaos to 
your very own eardrums. Each level lasts 20 minutes 
and is divided into five-minute mini-segments — 
perfect for any bus rides. You too can enjoy this 
simultaneously collaborative and competitive effort 
on getting the most Rupees while progressing the 
story for only $59.99 MSRP! — NANDIN LOPEZ 
Whoa, Nandin’s already pricing his imaginary 
Four Swords sequel for retail sale! That’s going 
the extra mile. 


If | could bring any game to the Switch, it would 
have to be either a new Metroid Prime game or a 
Pikmin Trilogy HD remake. Metroid Prime speaks for 
itself. And | think having all three Pikmin games on 
one Switch cartridge would be amazing! I’d love to 
have Pikmin 1 and 2 rendered in the same graphics 
as Pikmin 3. - JOSH GAMER 


| really want to see a "Super Smash Bros. Deluxe." 
Basically Smash for Wii U, with some things added 
from the 3DS version and all the DLC packaged in. 
Maybe some new (and old) characters added in too! 
| noticed the Switch Dock has two USB ports, so the 
GameCube Adapter used with the Wii U version 
could work for the Switch version as well! — JACK 
BISHOP 

Sounds perfect to us, Jack! 


more than a "tech demo," but | loved it! | believe it would be a fantastic game to show off 
what their new system is capable of. It would have the perfect combination of land, air and 
sea graphics to show off! | was blown away when | saw the improvements from Pilotwings 
on the SNES to the Nintendo 64. | could only imagine how fantastic it would look on the 
Switch. | want to skydive in HD! Not to mention the nostalgia attached to it for me. | loved 
the soundtrack, and for some reason every time | hear "Fly Like an Eagle" by Steve Miller 
Band or even the remake by Seal, | think of Pilotwings 64. (It just sounds similar 
to me.) PLEASE NINTENDO DO THIS! — TALON TIPTON 
That’s a great idea, Talon! As мел! see in the Retro section іп 
this issue, the Pilotwings brand has always been used to 
support new hardware launches. It won’t be the case this 
time, but one of Nintendo’s big PR pushes for the Switch is 
that it can be taken and played on an airplane! 


DON’T ANGER 


THE ОХ; 


Dear Ox, What do you think the rumored Mario/ 
Rabbids crossover RPG? Outside of the fact it 
exists at all? (Seriously ... what?!) — MAC 

I won’t believe it unless I see it; Bunnies can’t 
role play... 

... but they...can... dance! 

*ahem* 

Anyway, the Rabbids are cool, so I’m down 
with it. а be more worried about seeing 
Happy, the Happy Meal box Mario’s been seen 
running around with lately, pop up їп а game. 

. . . Actually, that’s а lie. I’m all for a Mario 
& Happy team-up! With the Rabbids, yes! 


ТН/АРКІ 2017 
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ҒАМ ART FOR A CORPORATE PRESENTATION? 


We’ve featured plenty of fan-created artwork inspired by upcoming Nintendo games іп 
the past, but never fan art made to honor one of the company’s press events! In this 
explosive piece, Stup-Jam (of stupjam.deviantart.com) brought together a collage of 

references to memorable moments and game announcements from the Switch 
Presentation 2017. Can you pick out all the different nods included here? 


THE PLAYER’S POLL 


Congratulations to Talon Tipton, our winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we’re interested to 
know your thoughts on "When Two is Better than One." Answer all three! 


QUESTION #1 QUESTION #2 QUESTION #3 


Which "2s" do you think did the Not all video game Finally, the new Nintendo 
best job of being better than heroes adventure alone. Switch has two separate Joy- 
their predecessors? (Your picks Who are the best pairs in Con controllers... but which is 
for most-improved sequels, in gaming? The most best? It’s Joy-Con Left vs. Joy- 


other words.) dynamic of duos? Con Right! Which do you pick? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player’s Poll for Issue #26" - this time, one reader whose answers аге 
picked for print will win a copy of the brand-new Splatoon 2! 


СОМІС ВКЕАК 


@ “> the sitcom starring a tinal’ boss апа ап 
REST О ъ% obnoxious 4805 video game mascot 
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| GASP! Coup iT BE?! IT 161 
iTS THE ҒАМЙ096 PANAZo MiSSiLE! 


Dude! р 


These new 
controllers are 
GNARLYT AST IC" 
I+ feels like 

I’m totally 
unchin’ you 


ту REAL LIFE! 


BY LINDSEY LAYNE KING 
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NINTENDO SWITCH PRESENTATION 2017 


The full debut of the company’s new console was massive 


A LASER LIGHT show! A DJ spinning 
sick beats! A hype countdown and а 
wild intro video montage fueled by 
multiple uses of that snazzy "click" 
sound effect! As a packed house of 
professionals looked on, Nintendo 
opened their Switch Presentation 2017 
with incredible flare. Here, Nintendo 
was saying, was the beginning of an 
all-new chapter in the company’s 
history. 

And they clearly spared no expense 
either! For all the criticism the Big N’s 


endured over the last few years for 
stepping away from live stage shows, 
the clear response came on January 12 
through this in-person, on-stage event 
that was livestreamed around the 
globe. (And actually, it was January 13 
already in Japan. Just to be accurate, 
for history’s sake.) 

Nintendo had made public a teaser 
trailer for the new Switch hardware in 
October 2016, but this January 2017 
event was the full reveal. Hardware 
breakdown. Price. Release date. 
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And President Tatsumi Kimishima 
wasted no time in sharing that info, as 
he was the first to appear and immedi- 
ately declared that the Switch would 
be launching around the world on 
March 3! That was a shock from the 
start, as the company had previously 
said "March 2017" in general, but most 
of us took that to mean they’d push as 
far back into March as possible. Surely 
it'd be something like March 31 to give 
them more time, right? But not so! The 
first Friday of the month it is, no 
matter where you are around the 
world. 

An MSRP of $299.99 for customers 
in the States was revealed as well, 
which was a little higher than some 
expected, given that there’s no game 
packed in with the system for free. But 
there is a ton in the box for that price: 
the Switch Console, the Switch Dock, 
the two Joy-Con controllers, the Grip 
to hold them both, an AC adapter, an 
HDMI cable and two Joy-Con Straps, 
which we didn’t previously know 
about. 

Kimishima wasn’t the one to reveal 
those, though. He spent only a few 
minutes on stage before snapping his 


fingers, at which point the lights and 
cameras "switched" to focus on a dif- 
ferent speaker — in this first case, 
Shinya Takahashi. He tied the Switch 
back into Nintendo's history, pointing 
out all the elements of design it shares 
with past hardware from the company 
— everything from the Wii-like motion 
control built into the Joy-Cons to the 
fact that the base system ships with 
two controllers, which is just like the 
first Famicom sold in Japan nearly 35 
years ago! The Switch clearly repre- 
sents the culmination of multiple 
decades of hardware design. But it 
isn’t just a "best of" combination of 
past ideas! It’s got all-new features 
too, and after another video clip 
showing off the Switch’s three differ- 
ent modes of play (TV Mode, Tabletop 
Mode and Handheld Mode) it was 
Yoshiaki Koizumi’s turn to step into the 
spotlight and explain all the new and 
interesting tech hiding inside the 
Switch. 

Now, the Switch Presentation 2017 
was largely a stage show, but Mr. 
Koizumi’s segment called back to the 
best of Mr. lwata’s Nintendo Direct 
videos. In a pre-made video, special 
effects surrounded him to illustrate 
his talking points — like the colors of 


the Joy-Cons magically changing to 
Neon Blue and Neon Red as he con- 
firmed that Gray wouldn’t be the only 
option, and the world around him 
transforming into a frozen wasteland 
as he introduced the HD Rumble 
feature inside them (since his explana- 
tion involved picturing imaginary ice 
cubes inside each controller). It was 
fun! Mr. Kimishima isn’t the most 
natural in front of a camera, but if 
Nintendo wants to carry оп Mr. Iwata’s 
legacy of Direct videos into the Switch 
era, it looks like Mr. Koizumi would be 
perfectly suited to step into the role of 
primary presentation personality. 

The remainder of the event focused 
on game reveals, and they came fast. 
(Remember, only Breath of the Wild 
was confirmed for Switch before this 
event, so there was a lot of ground to 
cover.) The minigame collection 1-2- 
Switch led the charge, showing off 
each facet of the Joy-Cons’ design. Wii- 
like motion control was touted for 
ARMS, Nintendo's newest original ІР 
starring boxers with extendable, well, 
arms! The Splatoon tease from last 
October was confirmed as Splatoon 2, 
the next Mario adventure was unveiled 
as Super Mario Odyssey, Xenoblade 
got a huge sequel announcement no 
one saw coming... and that was all 
just the first-party-published stuff! 
Third-party representatives made 


appearances as well, from Suda51 to 
Bethesda’s Todd Howard. With luck, 
third-party support will finally be back 
on Nintendo’s side in this generation! 
Finally, the Switch Presentation 
2017 wrapped with the most hype 
trailer ever made, for Breath of the 
Wild. It was heart-quickeningly joyous. 
Its confirmation as a Day 1 release on 
March 3 was the cherry on top! 
Overall, Nintendo did a superb job 
with the Switch’s full reveal. We're 
incredibly excited for the launch! 


lm thrilled about the 
Switch, but | thought 
they were teasing a 
[СЕ Wild Gunman 
with that cowboy 
showdown! It was just 
the 1-2-Switch trailer. 
- LUCAS 


CE 2. + ољ к 
THE LEGEND OF ZELDA А” HÆ- ҮҮ 


Ресіом5 Әміоскер! 


The Switch gets a whole world of games. 


NINTENDO’S POSITION ON region locking has long been a source 
of great frustration. While the company’s home consoles have always 
taken measures to prevent foreign software from running, the hand- 
helds enjoyed a library entirely without borders – that is, up until the 
DSi and 3DS. Ironically, this tightening of restrictions was concurrent 
with both Sony and Microsoft's decisions to fully embrace region-free 
hardware, leaving Nintendo as the sole holdout in recent years. 

But our incessant pleas have finally been answered through the 
Switch! Within the first five minutes of the online presentation on 
January 12, President Kimishima stated in no uncertain terms that the 
upcoming hybrid device will play titles from any region, period. No 
longer must we wait for hackers to devise homebrew workarounds for 
our import gaming needs! (Furthermore, the revised policy may benefit 
consumers living in countries where imports are actually cheaper than 
local goods, due to weakened currency or exorbitant taxes.) 

That takes care of physical software, but what about digital games 
via eShop? Well, I'd hate to be the bearer of bad news .. . which is why 
I’m delivering good news instead! Іп a Q&A session with Kotaku, 
Nintendo explained that users "will access the Nintendo eShop that 
corresponds to the country identified in their Nintendo Account," with 
up to eight accounts allowed per machine. Either by manually toggling 
the assigned region for a single account or creating separate accounts 
for individual territories, we'll have the ability to access the online 
store of our choosing. Personally, as a current Japanese resident, it'll 
be nice to instantly purchase titles presented in my native tongue 
without having to wait for physical shipments to arrive. 

The best part? This also opens up the door to import reviews in NF 
Magazine’s future! We could evaluate the playability of certain games 
for an English-speaking audience, or sample more bizarre fare that 
may not see a proper release outside of Japan - I’m looking at you, 
Taiko no Tatsujin! Sounds tantalizing, doesn’t it? 


Free at last! 5 
Free at last! 
Thank Kimishima, 


we are free at last! 


-TONY 
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© 2017 Nintendo. The Legend of Zelda and Nintendo Switch ore trademarks oF Nintendo. 


THE FIRST SWITCH SPECIAL EDITION 


Or, in this particular case, the “Master Edition.” Inside the Master Edition is a 
Sheikah Slate carrying case for the 

ANNOUNCED DURING THE Switch limited, but it only took mere minutes Switch’s mobile screen, which will be 
Presentation, The Legend of Zelda: at the three retailers allowed to host quite handy; a Sheikah Eye collectible 
Breath of the Wild — Master Edition pre-orders! That’s been the case for coin that looks a lot like the one given 
sold out everywhere when it went on almost every limited edition Nintendo out at ЕЗ; a "Relic of Hyrule: Calamity 
sale online shortly after. Reggie did item that has been released in the Ganon" tapestry that also holds a map 
say that quantities would be extremely past few years: near impossible to get! of Hyrule on the reverse; and a Breath 


THE LATEST LEGEND OF ZELDA FIGURES 


Two more impressive statues bring Link’s adventures into your home. 


FIRST 4 FIGURES has created a life-size Majora’s Mask! Its creepy visage is kicking off a 
new line of statues, so that means that more life-size items and masks from the Zelda 


games are possible. Standing 25" tall, the regular edition will set you back $254.99, while 
the exclusive edition is $384.99 and includes glowing eyes. You know, for added evil! 

A PVC statue of Breath of the Wild’s Link also went on pre-order for $90 and features 
the new, blue-clad Link in his arrow-firing pose straight out of the official art. He'll be 10" 
tall and the first wave of them release in March, likely alongside the game or shortly after. 
For more details visit F4F’s Facebook page, and join the Collectors Club there too! 


of the Wild Sound Selec 
holds 24 selected tracks 
game. The piece that se 
sold-out Special Edition 
Master Edition is a statu 


ion CD that 
from the 

s the also 
apart from the 
e of the 


Master Sword as it first appears in 
Breath of the Wild. The battered sword 
appears to stand around 12" tall and 
stands on a triangular pedestal. | just 


wish more were availab 


е — pre-orders 


have already reached $500 on eBay! 
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Collector’s Corner is compiled by Brett Martin, the world record holder Ф а M fl | о 
for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U р Г) АТ E 


The Video Game Memorabilia Museum, at videogamemm.com 


DID YOU ALL get your Poochy amiibo from Poochy & 
Yoshi’s Woolly World? t'II likely still be cuddling mine as 
you receive this issue! 

By now, most of you have seen the new amiibo made to 
coincide with the release of The Legend of Zelda: Breath of 
the Wild. We've already seen the Archer Link amiibo, the 
hooded Rider Link on a horse amiibo and the articulated 
Guardian amiibo (who now has a higher price than most 
amiibo, due to those poseable tentacles). Then there were 
the four classic Zelda figures that will work with the game: 
8-bit Link, Ocarina of Time Link, Toon Link and Toon Zelda. 
And don’t forget the Wolf Link amiibo that shipped with 
Twilight Princess HD last year! But Nintendo’s not done 
yet. Two new additions shown in the flood of new info 
from the January Switch Presentation were Princess Zelda 
(now ditching the dress for more adventurous gear) and a 
Bokoblin. That makes a total of 10 different Legend of 
Zelda amiibo now, and that’s not counting the Zelda char- 
acters from the Smash Bros. series of figures! 

Oh, and if you didn’t pick up Twilight Princess HD? The 
Wolf Link amiibo is now on sale individually, as of 
February 3. You definitely want one of those, to be able to 


д summon Wolf Link as a companion in Breath of the Wild! 
N S H EAT H E A ОО К Nearly matching the Zelda series іп amiibo representa- 
өөө ө tion is the Fire Emblem brand, as Nintendo’s announced 


The Legend of Zelda: Art & Artifacts gets a very unique limited edition. two new ones there as well Alm and Celica, the stars of 
the recently announced Fire Emblem Echoes: Shadows of 

WE FIRST GAVE you a look at The Legend of Zelda: Art & Artifacts in our last issue, but it turns Valentia. They'll be sold іп a two-pack alongside the game 

out that was just the "normal" $25 version. Dark Horse has since announced an $80 limited on May 19. 

edition version of the book that has a "raised 3D embossed" Master Sword on its cover — and Апа the last amiibo we have to talk about is from a 

you can actually unsheath it by sliding an acetate slip case off! (The slip case has Link’s golden little game series called BOXBOY! Yes, 

scabbard printed on it, creating the illusion of unsheathing the sword.) Inside, the book is the Qbby is getting his own amiibo that 

same as the cheaper version, and includes "rare promotional pieces, game box art, instruction will add a classic Game Boy filter to 

booklet illustrations, official character illustrations, sprite art, interviews with the artists and y % the gameplay іп his third game. (It 

much, much more." There have already been several revelations about Hyrulean lore because of ae doesn’t have an English name yet, 


but it’s called "Sayonara! HakoBoy!" 
іп Japan. So maybe it'll be "Bye 
Bye, BOXBOY! here?) The game 
will also feature support for the 
Kirby series’ amiibo, as both fran- 
chises were created and 
developed by HAL 
Laboratory. If you’ve 
played BOXBOY!, 
you're likely pretty 
excited! But we just need a 
localization announcement now! 


the release of this book in Japan, so English-speaking countries have been clamoring to know 
more about what we’ve already seen online of the book. | can’t wait! 


THE HAPPIEST OF MEALS 
Mario and his friends have returned to McDonald's. 


JAPAN AND THE United Kingdom just got this great set of Happy Meal toys from 
McDonald's featuring Mario and friends. Mario waves while sitting atop a throne of 
bricks in one figure, then lights up with Starman invincibility in another. Luigi exits a 
pipe and then displays his Fire Flower power in two toys of his own. Yoshi can grab 
things with his tongue, Peach is a spinning display and Bowser breathes fire. There 
are even some items and two enemies in the set: a Goomba and a Piranha Plant! 
Are we going to get this Happy Meal set here in America? Time will tell! 
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50 


No New 305 


CASTLEVAN IA: Тн Е Cana І Or should that be “по new New 305?” 


Netflix is bringing the classic series to life on the small screen. NINTENDO'S GOING ALL-IN on the Switch. 


There’s been some confusion on that point, as while the mysteries 

EXACTLY TWO YEARS ago, leading off our News section in Issue #14, we reported surrounding the company’s new home console/portable hybrid system 
оп а rumor that Nintendo and Netflix were working together to create a live-action have swirled over the past year, even denser fogs have obscured the 
Legend of Zelda TV series. Nothing ever came of it. Was there any truth to it at all? future of "the Nintendo 3DS family of systems." Some rumors claimed 
Will it ever turn up? that Nintendo’s been working on a direct 3DS successor behind the 

The word's still out on a Zelda show, but in the meanwhile the dominant video scenes, codenamed the "MH." Others have planted their predictions 
streaming company has announced another video game adaptation: Castlevania! on the opposite end of the spectrum, saying that the Switch repre- 
Konami’s famous vampire-hunting series has been on hiatus in the game space for a sents a true fusion of the console and handheld development teams. 
while, but it seems like the Belmonts will be back in action before the end of this Recently, President Kimishima cleared the air, saying, "We are not 
year — "Castlevania: Season 1, Part 1" is on the Netflix schedule for later in 2017. creating a successor to the 3DS right now. We are, however, still 

Netflix’s official description tells us the show will be about "the last surviving thinking of portable systems. We are thinking of ways that we will be 
member of the disgraced Belmont clan, trying to save Eastern Europe from extinc- able to continue bringing portable gaming systems out, so yes, we are 
tion at the hand of Vlad Dracula Tepe himself." Will that be Simon Belmont? Trevor? thinking of different ways to continue the portable gaming business." 
Richter? How close will this show stick to the games that inspired it? Will it adapt So it seems that we shouldn’t expect to see any new kind of 3DS 
stories we've already seen play out in the games, or trailblaze into new territory? any time soon — but the door’s left open for the future, all the same. 

Whatever the story focus, it sounds like it’s going to end up being an adults-only For the moment, Nintendo seems content to continue supporting the 
affair, contentwise. Producer Adi Shankar — whose work is marked most by a wild, existing units that have already been sold with new software, as new 
over-the-top amount of violence — has said, unsurprisingly, that this series will be 3DS titles will continue to roll out at least through the end of 2017. 
"super violent." He continued, saying "It’s going to be dark, satirical, and after a There have been over 60 million 3DS systems sold across its various 
decade of propaganda it will flip the vampire sub-genre on its head." Yikes! configurations, so it makes sense to not drop them all yet! 


Netflix has been doing incredible work with | hope the fact that there’s no new dedicated 

bringing great original series to life, like the portable successor in the works right now really 

does mean Nintendo will fully focus on Switch. 
| want it to be the true crossover point for the 
company’s many talented teams! - LUCAS 


glorious Voltron revival. I’m optimistic! - LUCAS 


Yeah! rae Unyeah... 


Castlevania is getting But it probably won't 
a new Netflix cartoon! Уа be appropriate for kids. 
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GAME FORECAST 


A quick look at some of the biggest games of the Switch launch! 


NINTENDO KEPT US guessing for a while, as latebreaking 
rumors near the end of 2016 and into early January had us 
thinking they might bump Breath of the Wild back beyond the 
Switch launch. But, thankfully, that’s not the case! The latest 
Zelda adventure is arriving day-and-date with the new system — 
and launching its Wii U version the same day as well. We’ve got 
one last preview on Page 28, then our full review next time! 


LINK WON'T BE bearing the burden of the Switch 
launch all by himself, though, as several other 
games will be joining Breath of the Wild on retail 


store shelves on March 3. 1-2-Switch is the other 
first-party offering — a minigame collection built to 


show off the unique functionality of the Joy-Con 
controllers. Learn more on Page 26! SW | ТС H. 


CASE CLOSED 
Packaging mystery solved! 


WHILE TWO PLAYERS will be able to enjoy 1-2-Switch at the 
same time, truly huge Switch launch parties will want to turn to 
Konami's surprise revival of the Bomberman brand, Super 
Bomberman R! It will support up to eight players simultane- 
ously, bringing back one of the greatest multiplayer dynamics of 
the early 906. If you're a little rusty on what Bomberman’s all 
about, turn to Page 27 to get yourself up to speed! 


EVER SINCE IT was confirmed that the Switch 
would skip discs in favor of going back to car- 
tridges, we’ve wondered what that would mean 
for the games’ retail packaging. And, sure 
enough, the official Switch game cases have 
slimmed down considerably versus what the Wii 
and Wii U have had us used to these past several 
years! (The tiny cartridge inside doesn’t need as 
much space as a big disc, after all.) The transpar- 
ent plastic seems an odd choice at first, but on 
opening a game you'll see every cover art is 
double-sided. Had to be see-through to see that! 


IF BIG MULTIPLAYER parties aren’t on your radar 

for the Switch launch and you're wanting some 

other single-player options, consider | Am Setsuna! 

This in-depth Square Enix JRPG calls back to the о 6 “anQ. 
classics of the SNES era, and one in particular: the T ж е $ 


legendary Chrono Trigger! Flip over to Page 30 and 
I'll tell you more about it. 


OK, WELL, BOUNCING back over to more multiplayer fare 
6 н here, as | can’t not highlight the sensational Snipperclips — Cut 
SniPPCRCLICS: it Out, Together! as one of the biggest games of the Switch’s 

first month on the market! It’s co-op character-cutting chaos in 
which you and a friend (and maybe a couple more friends) must 
all snip each other’s paper-thin avatars into shape in order to 
solve goofy puzzles. See more on Page 31! 


FINALLY, MOVING BEYOND the month of 
March and looking ahead to April, the all-new and 
supercharged Deluxe port of Mario Kart 8 will be 
rolling into stores on April 28. It’s fixing the biggest 
problem players of the 2014 original complained 
about, being the lack of a real Battle Mode. Check it 
out on Page 32! 


And those are just six of the dozens of games helping the all-new Switch launch 
into life throughout the next few weeks! | don’t know about you, but I’m 
personally thrilled at the lineup, as it’s got something for everyone - from solo 
players to those who just can’t wait to get a whole bunch of friends over to show 


off their new Switch! (Or take it to them, | suppose. It is portable!) - LUCAS 
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TIMES OF TRANSITION are tough. 
Being a video game developer is an 
incredibly stressful job as it is — but 
being a video game developer who's 
still working on a game for a dying 
platform, watching all the hype and 
attention shift away from the 
hardware where your hard work has 
yet to appear? That must be a terribly 
rustrating position to be in. 

That’s where Playtonic is right now. 
Yooka-Laylee, their promising, crowd- 
unded spiritual successor to the 
Banjo-Kazooie series, found millions of 
dollars’ worth of support from fans on 
ickstarter less than two years ago. 
They've worked at an incredible pace 
to get the game completed — it only 
got hit with one delay, really, and most 
ickstarted games take far longer to 
inish. And yet, it wasn’t quite fast 
enough. While Playtonic was playtest- 
ing and polishing, Nintendo’s Wii U 
decided to go ahead and die. 


Video game consoles come and go 
— that’s a fact of life in the gaming 
industry. But being so close to finish- 
ing a game on one system, and then 
seeing the spotlight so completely 
switch over to its successor? That’s 
just devastating. 

And for Yooka-Laylee in particular, 
it seems like a lose-lose situation. The 
team did promise a Wii U version in its 
Kickstarter campaign, so seeing it 
through as originally envisioned would 
be keeping their word to their backers 
— but the game would have little 
opportunity for growth on the Wii U 
beyond that small audience, with most 
fans having moved on or even traded 
in their Wii U systems for Switch pre- 
order credit at this point. 

So making the switch to the Switch 
would seem smarter, right? Except 
then those backers who bought in on 
the promise that the game would hit 
Wii U get burned. And angry. And an 
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already-angry fanbase is not what you 
want to have greeting your very first 
game launch from your brand-new 
development studio. 

Stuck between a rock and a hard 
place, Playtonic made it official 
recently that they’d chosen Option B — 
going ahead and shifting development 
on the game to the new Nintendo 
Switch, then bracing themselves for 
the backlash. Gamers can be pretty 
nasty online, as I’m sure you know, 
and there was no shortage of negative 
sentiment when the word went out. 

Officially, Playtonic’s reasoning for 
cancelling the Wii U version in favor of 
Switch development was that the team 
had run into too many technical issues 
in trying to get the game running on 
the now-old console. And there’s 
probably truth to that. But even if it’s 
just a smokescreen excuse and the 
team wanted to focus on the Switch 
for its greater potential to reach more 


players, I’m not personally upset. | 
think the decision, while difficult to 
make, was made correctly in this case. 

Because really, how many people 
who were hardcore Nintendo fans 
enough to own the Wii U aren’t also 
going to be buying the Switch on Day 
1? There’s probably not much real 
inconvenience fueling anyone’s rage іп 
this case. 

Over on Yooka-Laylee’s Kickstarter 
campaign page, it’s all been ironed out 
— backers who pledged for the 
promise of a Wii U edition have been 
given the option to either cancel their 
pledge entirely or switch their reward 
selection to a different version of the 
game, including the new Switch 
edition. Other options include the PC, 
Mac, Linux, Xbox One and PlayStation 
4, as the Playtonic team was able to 
develop the game as a true multiplat- 
form release. But that’s introduced 
more wrinkles into this tale! 


Because of the decision to switch to 
the Switch for Nintendo fans, Nintendo 
fans will now be the last to get to play 
the game. A release date has been set 
for April 11, 2017 for all those other 
versions, and as of this writing, the 
timing of the Switch version’s debut 
has not been set. So backers are in 
another bind: If they were hoping first 
and foremost to play it on their 
Nintendo systems (which is reasonable 
— Banjo-Kazooie was a Nintendo brand 
first, after all), then they have to 
decide whether or not the extra wait is 
worth it, or whether they just want to 
play it on Day 1 on different hardware. 

And there’s more complexity in play 
beyond that! Yooka-Laylee is getting a 
physical disc version on PS4 and Xbox 
One, but the Playtonic team has said 
that a physical Switch cartridge 
release is "beyond their scope" right 
now. At one time it was seemingly 
promised that a Wii U disc version 
would be made available, so now the 
game’s been doubly shifted. Swapping 
out a Wii U physical release to make 
the game a Switch eShop-only title is, 
well, a tough transition. 

It’s why we're having this discussion 
in the Download section, by the way, 
as all of a sudden the Switch eShop 
has another major title to be able to 
claim as an exclusive versus the games 
that will be sitting on retail store 
shelves. And that’s no small distinction 
either — the Switch cartridges are so 
tiny and cute and collectible that I’m 
predicting there will be a strong swing 
back toward gamers preferring to own 
their games physically in this gen. 
We'll see how that plays out. 

Whew! Exhale. Like | said, being a 
video game developer is stressful, and 
| can’t imagine the pressure of being 
in Playtonic’s shoes right now, trying 
to juggle finishing their debut game 
and pleasing all their fans at the same 
time. For as frustrated as any of us 
may feel as consumers, their worries 
must be exponentially greater. 

So, then — what should we do 
about it? Well, in the face of any kind 
of negativity, positive action is always 
the best answer. 

First, give video game developers a 
break. They work themselves to death 
for years on end to bring us entertain- 
ment we consume for a few days 
before passing judgment on it and 
then casting it aside. Let’s be more 
understanding about the huge chunk 
of their lives that went into bringing us 
these experiences for only a few hours 
of ours! 

And let’s be actively appreciative 
too. Why not tweet at or email these 
devs just to say thanks? It could help 
alleviate a headache or two! - LUCAS 
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THE TRANSITION IS complete. 

Over the course of the past year, 
Nintendo’s finally taken small steps 
into the mobile market. And, with 
every step, their investors have 
hounded and harassed them — just 
as they did for several years prior, 
pressuring them to begin mobile 
development in the first place. 

First, Nintendo released Miitomo 
in March 2016. It was a fine starting 
point: a quirky, kooky social app 
starring Nintendo’s iconic Mii charac- 
ters. But investors didn’t care for it, 
because it didn’t push its players to 
make in-app purchases enough. 

Next, Pokémon GO swept the 

globe through 2016’s summer 

months. It was a massive success, 
and investors were thrilled! A while 
later, though, they found out that 
Nintendo only gets a fraction of the 
profits made from that app, as it was 
not entirely theirs. Investors 
were angered again. 

Then, just a few months ago, 
the one they were waiting for: Super 
Mario Run. Surely this would be the 
game to truly satisfy those share- 
holders? Well, no. Because Nintendo 
decided to tie its profits to a one- 
time in-app purchase of $9.99, rather 
than build in more opportunites for 
players to spend more money. So it 
made several million dollars, but all 
at once — it’s had no staying power 
on Apple’s charts. Its days of profit 
are basically already done, just two 
months later. 

But now, we've finally arrived. The 
investor pressure has peaked, and 
Nintendo’s at last leaped entirely 
into the most distasteful style of app 
monetization: Тһеууе turned Fire 
Emblem into a Gachapon game. 

On one hand, I’m happy. Nintendo 
bringing in more money means they 
can more easily fund "real" 

games they’re working on 

for the 3DS and Switch. But 
ick! Gachapon? This is just the sleazi- 
est way possible to milk money out 
of well-meaning fans. | really don’t 
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care for this, even if investors love it. 

If you’re unfamiliar with the term 
"Gachapon," it originally referred to 
those capsule toy machines where 
you put in money and get a random 
toy in exchange. It’s a term that’s 
been adopted for mobile games that 
do the same kind of thing: taking 
your real cash and giving you some 
in-game item or character in return. 

In Fire Emblem Heroes, the things 
you're paying to buy are the titular 
Heroes: an array of classic charac- 
ters drawn from the entire history of 
the series. You have to spend Orbs to 
summon а new character to join your 
party. The first summoning costs five 
Orbs, then the next one costs four, 
then four again, then four a third 
time and finally three, such that it’s a 
total of 20 Orbs invested to get five 
new warriors at once. And the game 
gives you 20 Orbs up front, good for 
your first Gachapon grab. After that, 
though? You either have to patiently 
earn Orbs one at a time through 
story mission completions . . . ог 
pony up with your wallet. 

It wouldn’t be so bad if it weren’t 
entirely random. You never know 
who's going to pop up when you 
spend Orbs for a summoning — you 
could see one of your favorite heroes 
appear, or you could end up with 
some totally forgettable tertiary 
character from an unlocalized Fire 
Emblem game from two decades 
ago. And even if you do luck out and 
get a top-tier character like Marth or 
Lyn or Robin? They still might not be 
worth what you spent to get them, 
as each individual character also has 
a star rating attached to them. 

Got Marth? Great! Oh, but it’s only 
a three-star Marth? Sorry, buddy. 
Better spend some more cash and 
spin the wheel again. 

So yeah, it’s an icky way to try to 
drain players’ wallets. It’s basically 
gambling, and | feel sorry for any 
parents whose kids rack up hundreds 
or thousands of dollars’ worth of Orb 
purchases without them knowing. (It 
always happens with these games.) 
The only way to "win" is to set a firm 
spending limit for yourself ahead of 
time and stay committed to it. 


Danger End 
Area Turn 


== 


This sessionis summoning results. 


Close 
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But what about the game itself? Опсе you 
pry yourself away from the money-grabbing 
bits, it’s a mildly disappointing conversion of 
the core Fire Emblem experience for mobile. 

All the complexity of the core games has 
been stripped away in favor of a simplified, 
incredibly straightforward series of very brief 
battles. You field only a fighting force of four, 
and you only ever face four enemies. Every 
single map is condensed down, fitting inside 
а maximum of six tiles in width and eight іп 
height. Unit movement is restricted, as pretty 
much every character can only move one or 
two spaces at a time. 

For anyone who complained that last 
year’s Fire Emblem Fates: Birthright was 
"Fire Emblem for Babies," well, you just 
hadn't seen Heroes yet. This is Fire Emblem 
Junior. Fire Emblem Lite. 

It’s so streamlined, in fact, that | find it all 
rather boring. The point of this series is 
supposed to be tactical thinking — having to 
come up with a battle plan that takes into 
account tons of enemies, over a dozen of 
your own heroes and vast, varied landscapes 
full of different terrains that effect your 
movement and how battles play out. None of 
that’s here. Here, you drag one of your little 
chibi-looking units to touch an enemy, the 
fight cutscene triggers, the enemy falls down 
and then you do it again. 

| would say that Heroes could be just a 
gateway to get people interested in the real 
series installments, but | worry that people 
will see how simplified the "strategy" is here 
and then wrongly think that the core games 
are similarly mindless. 

If you can’t tell by now, Fire Emblem 
Heroes has not impressed me. There are 
things about it | appreciate: Its art is great, 
and | love that it’s a celebration of the whole 
of Fire Emblem’s past. | think the new char- 
acters created just for this game are great: 
the siblings Alfonse and Sharena and the 
summoner character Kiran (only really seen 
in the opening movie, as that’s your player 
character). 

But beyond that? Heroes just seems to me 
to be far too simple in its gameplay and far 
too sleazy in its method of monetization. You 
should play it to come to your own conclu- 
sions, since it’s free to download, making this 
acase where you don’t have to take any 
reviewers’ word for it. 

But just be smart, if you 
do! Don’t drain your 
bank account all 
because the Roy 
your pulled 
only had four 
stars instead 
of five! Don’t 
let the Gacha 
getcha! — LUCAS 
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One More 


YOU CAN BATTLE Pokémon in turn-based JRPGS. 
You can battle Pokémon with collectible cards. You 
can battle Pokémon in tile-matching puzzle games, 
in randomly generated mystery dungeons, in stra- 
{еріс showdowns against cartoon versions of real, 
ancient Japanese warlords and you can even battle 
them by taking a walk to a local church and pulling 
out your cell phone. 

Yes, after two solid decades of Pokémon prolif- 
eration, there are an awful lot of different ways to 
make these Pocket Monsters fight against one 
another. So what’s one more? 

Pokémon Duel is latest app release from The 
Pokemon Company — another game that isn’t 
exactly a Nintendo product, but kind of is, in that 
weird partial-ownership situation going on between 
the companies. Regardless, public perception con- 
tinues to equate anything plastered with Pikachu 
with Nintendo, and the connection’s even more 
solid now in the wake of the tectonic-plate-shifting 
sudden success of Pokemon GO last summer. 

Duel actually predates GO by a few months in 
Japan, where it was called "Pokémon Co-Master." 
(It didn’t seem like a localization was likely, but 
GO’s multi-millions must’ve changed their minds.) 
Now that it’s here, though, | wouldn’t have minded 
if it had just stayed in Japan. Duel is not a worthy 
Pokemon design. 

Неге” the setup: You've got a set of six different 
Pokemon figures (looking entirely like the set of 
amiibo that should exist by now, but still don’t for 
some reason). Your opponent has a set of six as 
well, and between you lies a board game battlefield 


THE POKEMON COMPANY 
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ay to Battle 


built out of 28 different positions and the paths 
that link them together. One at a time, you and 
your foe choose monsters to send out into the field. 
The goal is for you to successfully march one of 
your ’mons into the enemy’s territory and land it on 
their central home base position. If you do that, it’s 
instant victory - game over, you win. (The reverse 
also being true, of course.) 

It’s a bland game design. There’s some strategy 
to it, as you have several different pathways from 
which to pick in trying to get one of your monsters 
to the goal. You have to decide whether or not to 
focus your attention on a single Pokemon — using 
all of your moves to try to march it forward alone — 
or else spread out your turns by fielding multiple 
different monsters. Do you choose to go all-out on 
the attack? Or do you send out a defender or two to 
keep your own base protected from incoming 
enemies? 

And that all sounds fine, and sometimes it is. But 
the reason I call it bland is because any strategic 
thinking that you may invest in the movements of 
your monsters is rendered entirely moot by the 
game’s complete reliance on random chance for its 
battles. 

When one of your monsters meets up with one 
of your opponents’ on an adjacent space, you can 
choose to initiate a battle. If you do, you’re quickly 
taken to a cut-away screen filled with two giant 
spinning wheels, a la Wheel of Fortune or the Big 
Wheel from The Price is Right. Like those game 
shows, the wheels in Pokemon Duel are segmented 
into different wedges, each with different values. 
You spin yours, your opponent spins theirs and you 
cross your fingers to hope that the number yours 
lands on ends up being higher than theirs. If it is, 
you win! If it isn’t, you don’t. 


There’s a bit more complexity than that, as the 
wedges on your wheel have different colors corre- 
sponding to different types of attacks, and there 
are outcomes where battles are ended with more of 
а stalemate than a real win or loss due to a status 
move being used. But again, since it’s entirely 
random, there can’t be any strategy to your move 
selection. You can’t choose to inflict Sleep or 
Poison on an opponent to try to influence their 
ability to maneveur around the board or anything 
like that — you just have to do your best to try to 
get your monsters in a good position on the battle- 
field, then throw your hands up in the air at the 
pure dumb luck that will determine what happens 
next. 

Maybe it’s not bland game design — maybe it’s 
just plain bad. 

You can increase your odds of success by 
leveling up your monsters, which allows you to 
expand the size of the "good" wedges on your move 
wheel and decrease the chances that you'll land on 
a total miss or a weak Tackle or something in the 
next fight. But there are no guarantees. The 
promise of slightly better odds of victory is one of 
the key factors motivating you toward in-app pur- 
chases, as the game is free to download, but it 
would love for you to spend real cash to buy items 
to improve your Pokémon. Or to buy new Pokemon 
altogether! There’s a bit of Fire Emblem Heroes’ 
style of gachapon here in Duel as well — though it’s 
not as in-your-face here, admittedly, and you seem 
to be able to earn new monsters through just 
playing through the single-player story. 

Imagine if chess had you 
roll dice to determine if 
you could capture your 
opponents’ pieces. It 
wouldn’t work. Chance 
and strategy don’t go 
together like that, even 
with a Pokémon battling 
veneer. = LUCAS 


We Need a Montage 


PUNCH CLUB IS опе of the best fantasies 
about being a grown-up that I’ve ever 
played. It makes painful responsibilities — 
like sticking to regular exercise and a 
healthy diet — feel fun and easy. It also 
involves fist-fighting a bear, and later, a 
Hulk Hogan impersonator. In most ways, 
it’s adult life made better. 

The game tells the story of a young man 
оп а quest to become the world’s greatest 
fighter, all in an effort to unmask and 
confront his father’s killer. Along the way, 
he meets a cast of characters based on 
iconic faces from Fight Club, Rocky, Street 
Fighter, Teenage Mutant Ninja Turtles and 
many others. These references usually feel 
natural and are played for smiles, not for 
laughs. That’s true for both of the game’s 
two story paths (Criminal or Hero), as 
determined by moral choices that you 
make along the way. 

Also included here is Punch Club’s "Dark 
Fist" DLC; a vigilante side story that’s more 
farcical and outlandish than the main plot. 

Everything in Punch Club revolves 
around winning fights, though more than 


half your time is spent 

on working, socializing, 

and, of course, getting 

fit, as they’re all part of 

preparing for each next 

match. Balancing character 

stats like health, mood and hunger against 
resources like time, food and money takes 
diligence, but when you get all the pieces 
of your life to fit together just right, your 
gains can be incredible. 

The fighting itself is automated. Build 
your fighter’s attributes (Strength, Agility 
and Stamina), outfit them with attacks and 
skills, then send them into the ring, fingers 
crossed. You can adjust your loadout in- 
between rounds, but other than that, 
combat here is a spectator sport — so your 
strategy is everything. Nerfing your foe’s 
stats or wearing down their stamina before 
they can deliver a knockout punch are just 
a few tricks you'll need to consider if you 
want to see this one through to the end. 

Your average player with beat Punch 
Club in about 12 hours, though a lot of that 
time is spent watching unskippable anima- 
tions and making rookie mistakes. Lucky or 
talented players will finish faster, but most 
will need to do their fair share of grinding 
before they score the championship belt. 

The first act drags on too long, and the 
difficulty can sway wildly from oppressive 
to breezy, but Punch Club is still praisewor- 
thy — fun in both short bursts and hours- 
long marathon sessions. Spinning the 
world of Mixed Martial Arts into a combina- 
tion life sim and pugilistic turn-based 
strategy adventure is no small feat, but 
Punch Club takes that challenge and 
knocks it flat! — JONATHAN 
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Flip Out! 


SHIFT DX MARKS the first time the nine-year-old platformer/ 
puzzler series has made it to a Nintendo machine. This download- 
able package includes all the levels from Shift 1 and Shift 2, 100 
all-new stages, new skins and filters, new playable characters 
from various indie games (Super Crate Box and Runner3 to name 
a few), and an all-new level editor, complete with QR sharing. 
That’s a lot of new content, but for the most part, this is the same 
old Shift, and that’s a good thing. 

Each of the game’s single-screen stages tasks you to get to the 
exit in one piece, but it’s not as simple as just running and 
jumping your way to the goal. Shift’s core mechanic allows you to 
literally shift yourself into the negative space of each area, 
flipping the whole world on its head in the process. Up becomes 
down, floors become ceilings, and walls become halls, making for 
a game that’s constantly asking you to reconsider what’s possible, 
and rethink your understanding of your surroundings. 

Like many games in the platformer/puzzler genre, Shift stars 
an escaped test subject who must survive a Series of trials. Their 
sometimes-funny, sometimes-evil overseers interact with the 
player through both written text and the game’s level design 
itself. That’s all just gravy though. All Shift really cares about is 
shifting. 

Though you sometimes have to grab a key to unlock a door or 
grab a light bulb to make part of the stage disappear, almost all 
your time in Shift is spent getting from Point A to Point B, then 
shifting to get to Point C. That can make for a repetitive, under- 
stimulating adventure if played for hours on end, but in short 
burst, Shift DX doesn’t wear out its welcome, and 
it has no shortage of "Eureka!" moments to 
share! — JONATHAN 
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СОМІС ВКЕАК 


I crossed the Mushroom Kingdom 


In a Flying Squirrel Suit 
And gathered Flying Pikmin 
To help me gather fruit 


І flipped Fronks onto Islands 
2-Уо/6 `5 mom is here! 
I raced around, upside-down 


With a Blue Shell аб my rear. 


І took down the Snowmads, 
The Geathjerk and Dark Crafter. 
І collected all the Wonder Wool 

And lived happily ever after. 


7 battled Cloud as Pac-Man 
Же the Final Destination. 
And colonised the Planet Mira 


Saving humanity trom eradication. 


І fought for Judd's approval 
Armed with the Splattershot Pro. 


And 2 built a spiky death labyrinth 
To kill а Жалағеа Marios . 


Your run may be cut short 
But І want to say thank you 
To а console that brought me 5о much joy 
So long, Farewell, wii 4. 


ры 
BY MARK KELLY 
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THE NINTENDO SWITCH 


FOR ME, THE Wii U era began with a 
groan. 

| was sitting in the IGN war room at 
E3 2011. | was fixated on the TV in 
front of me, watching the livestream 
of Nintendo’s press conference like a 
hawk, knowing that the final name for 
the company’s next console could be 
dropped at any moment. | had an 
article already pre-written, ready to 
go live in mere seconds — | just had 
one blank spot left to fill in. | just 
needed the name. 

Reggie finally let it be known! He 
said they wanted to put "you" right in 
the game. He declared, "Welcome to 
the world оғ... Wii u." 

Groan. And a smattering of polite 
applause. 

| don’t want to trash the Wii U. 1 
love that system, and | think it played 
host to some of the greatest games 
Nintendo’s ever crafted. But | wanted 
to tell you all that brief little story to 
illustrate a contrast — one you're 
almost certainly already aware of 
yourself. 

The Wii U began its reign with a 
whimper. The Switch is being swept 
into the spotlight with a roar. 
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The hype has just been so incred- 
ible for the Switch! The marketing has 
been so on-point; the messaging so 
crystal clear. Millions upon millions of 
people around the planet are ecstati- 
cally awaiting March 3, 2017 — the day 
they know they'll be able to step into 
an all-new era! 

How many people were excited like 
that for the Wii U? OK, maybe the 
people reading this magazine, sure, 
but beyond our dedicated core of the 
most faithful Nintendo fans? Far too 
few. 

I’m thrilled to now be standing on 
the threshold of what feels like it’s 
going to be a truly amazing new gen- 
eration for Nintendo. The Switch is the 
real deal! The promise of the NX has 
come to pass! 

And the legacy of the late President 
Satoru Iwata endures. Beyond my 
reflections on the contrast between 
the Wii U’s unveiling and the Switch’s, 
my thoughts in these final days 
leading up to the Switch launch have 
focused on Mr. Iwata — because 
revealing the existence of and philoso- 
phy behind the "NX" is one of the last 
things he ever got to do. 

March 17, 2015. Mr. Iwata had less 


than four months remaining — but of 
course no one knew that at the time. 
He’d been sick, but he’d seemed to 
recover and go back to work, carrying 
on with business as usual, headlining 
the huge corporate strategy-shifting 
announcement of the joint partnership 
with DeNA that finally, officially meant 
Nintendo was beginning development 
of mobile games. 

That was March 17... but it wasn’t 
the biggest piece of news that day. 
Almost as an aside, President Iwata 
also announced that Nintendo was in 
the process of developing a "new 
hardware system with a brand-new 
concept: NX." 

"As proof that Nintendo maintains 
strong enthusiasm for the dedicated 
game system business, let me confirm 
that Nintendo is currently developing 
a dedicated game platform with a 
brand-new concept under the develop- 
ment codename 'МХ,'" he explained. 
"It is too early to elaborate on the 
details of this project, but we hope to 
share more information with you next 
year." 

The speculation was wild right from 
the start. The Wii U wasn’t even two 
and a half years old at that point! 
There was no way he was talking 
about a new home console already, 
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right? Some people thought it might 
be some kind of mobile crossover 
device, like a Nintendo-branded phone 
— it was announced at the same time 
as the mobile partnership, after all. 
Ah, but then he did say NX was "a 
dedicated game platform." So it had to 
be either a console or a portable, 
right? 

Despite saying that more informa- 
tion wouldn’t come until 2016, Mr. 
Iwata did share a few more tidbits in 
the weeks that followed. Speaking 
with Nikkei, he said, "If you only 
expand upon existing hardware, it’s 
dull. In some shape or form, we're 
always thinking about how we want to 
surprise players — as well as our 
desire to change each person's video 
gaming life." 

It’s interesting to look back on 
quotes like this in hindsight, as he 
knew exactly what the Switch was, and 
we were only left to guess. But now we 
can clearly see how the hybrid, 
changeable nature of the Switch - 
being able to played in three different 
configurations — absolutely will 
change each of our video gaming lives. 
Sure, some people may only play it as 
а console. Others may never hook it 
up to a TV. But most, | think, will make 
the switch. 


PREVIEWS 


TV MODE 


In Nintendo’s effort to keep its marketing message for the Switch 
crystal-clear, the company’s given official names to the three main 
ways to play the Switch. The first is "TV Mode," as Nintendo continues 
to emphasize that this product is a home console first and foremost. TV 
Mode is activated when the Switch Console is inserted into the Switch 
Dock. Gameplay happens with either the Joy-Con controllers (which can 
be set into the Joy-Con Grip) or the Pro Controller. 


HANDHELD MODE 


The most iconic look of the Switch is when it’s in Handheld Mode. 
Liberated from its seat inside the Switch Dock, the system’s built-in 
screen becomes visible and gameplay is displayed at a crisp 720p. The 
two Joy-Con controllers slide onto rails built onto either side of the 
screen, snapping into place with a very satisfying "click" noise. While 
functioning as a portable, the Switch’s battery life is said to last from 
2.5 to 6 hours, depending on the visual intensity of the game being run. 


TABLETOP MODE 


Finally, while fans have chiefly thought of the Switch as being used as 
either a home console or a portable, Nintendo’s given an official desig- 
nation to this third configuration that occurs when you flip out the kick- 

stand and set the system down on a flat surface: Tabletop Mode. The 

debut trailer demonstrated this mode’s usefulness by showing the 
Switch set up on a seat back tray table on an airplane, or any time 
more than one player needs to look at the screen at the same time. 


So now, let us officially introduce 
the new Nintendo Switch! It is the 
company’s seventh home console, con- 
tinuing the line that began in the ’80s 
with the 8-bit Famicom/NES and has 
carried all the way through to the Wii 
U. As Nintendo directly pointed out 
during their Switch Presentation 2017 
video event, the new console has 
inherited DNA from each of its prede- 
cessors — at a glance, though, it seems 
most similar to the Wii U GamePad. 

The GamePad now seems like a 
stepping stone to get to where the 
Switch wanted to go, though. It simi- 
larly presented a rectangular profile, 
with a screen set in-between two sides 
of controls that together offered a full 
suite of inputs. But while the GamePad 
had no wires connecting it to the Wii 
U, it was still tethered to the base 
console — you could only carry ita 
short distance away before it would 
cease to function, giving you an error 
screen. "Connection lost." 

The Switch, however, solves that 
problem by being truly portable. At its 
core, it’s meant to serve as a home 
console — physically inserted into the 
Switch Dock, it outputs video and 
audio to a connected television set, as 
all past Nintendo consoles have. But at 
any moment you like, you can slide it 
up and out of the Dock and carry it 
away with you. Your gameplay will 
continue, no matter if you walk 10 feet 
away from your TV, or 1,000 feet, or 
hop ona plane for a ride to Timbuktu! 

Again, all because the Switch 
actually is what many people mistak- 
enly thought the Wii U was due to 
Nintendo’s poor messaging of that 
device. When the Wii U was revealed, 
the company focused so much atten- 
tion on the GamePad controller that 
tons of people missed the fact that 
there actually was a base console unit 
as well — they thought all the tech was 
built into the GamePad itself. (Or else 
they thought it was just a new periph- 
eral for the old Wii console, because of 
its terrible name.) 

With the Switch, all the tech 
actually is inside the unit. The Dock is 
just a means to interface it with a TV. 
(Reportedly the Switch can achieve 
greater output resolutions when 
docked, but that’s because its screen 
is а 720p one, so there’s no reason for 
it to render at 1080p except when in 
TV Mode.) Eyes-on reports from those 
who’ve played the Switch in Handheld 
Mode (including our own Daan, Nadia 
and Kevin C.) indicate that the screen 
is vibrant and gorgeous to gaze upon. 
A grand upgrade from the 305! 


(Though Nintendo will be quick to 
remind you that the 3DS has a long life 
yet, and the Switch isn’t replacing it.) 

The Switch’s screen is 6.2 inches 
across, and beyond just being pretty 
to look at, Nintendo also finally, offi- 
cially confirmed that it does function 
as a touchscreen as well. We still 
haven't seen any kind of stylus, but it 
probably isn’t meant to use one, as it’s 
a 10-point multi-touch capacitive 
screen this time around — capable of 
much more than just registering single 
taps and drags from a plastic pen. 

Beyond the screen, the main Switch 
unit includes a 3.5mm audio jack to 
use for plugging in headphones or 
headsets (though Nintendo’s plans for 
voice chat haven’t been fully explained 
as we go to press with this issue). 
There are stereo speakers built-in for 
those who choose not to plug in ear- 
pieces, a USB-C charging port that can 
be used to charge the internal battery 
even while you play, a kickstand that 
lets the system be set ир on a table if 
you don’t want to hold it up the whole 
time you’re playing on the go anda 
slot for microSD cards, so you can 
expand its internal storage (which is 
32GB by default). 

The real stars of the Switch show 
aren't any parts of the core console, 
though, but the Joy-Con controllers! 
But we'll focus on them on the next 
page. For now, some final thoughts 
from Mr. Iwata. 

"The entertainment business has 
an aspect where there is value in sur- 
prising consumers. It is not convincing 
enough to the consumer if we describe 
how the magic works before actually 
showing it to them and then expecting 
them to be surprised or delighted. 
Having the element of surprise or 
doing the unexpected is the premise 
for introducing new ideas and having 
them welcomed with surprise." 

That quote came from Nintendo’s 
investor meeting in early July 2015 — 
less than two weeks before his death. 
They were some of his final public 
words as the President of Nintendo. To 
the very end, he was concerned with 
keeping the nature of the Switch a 
secret until just the right time. He 
didn’t want us to miss out on any bit of 
the enjoyment that would come from 
being surprised by its ideas! He was 
already looking ahead to the moment 
the first teaser trailer would go live in 
October 2016. If you watched that and 
were delighted — more than with the 
Wii U’s reveal, for sure — then join me 
in taking this one last opportunity to 
say, "Thank you, Mr. Iwata!" — LUCAS 
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THE CONTROLLERS 


CONGRATULATIONS! IT’S TWINS! 
Nintendo’s latest innovation in control- 
ler configuration arrives in the form of 
a dynamic duo: the paired left and 
right sides of the Switch’s removable 
input devices, collectively called the 
"Joy-Con." These two controllers may 
look tiny compared to past Nintendo 
pads, but the amount of interesting 
tech packed into each one is insane. 

First, let’s focus on the common 
components that both sides share. 
Both Joy-Con L and Joy-Con R have an 
analog stick, and pushing down on 
that analog stick activates a clickable 
button hiding underneath. (The Wii U 
GamePad’s analog sticks had the same 
thing, but it was rarely used. Maybe 
more Switch games will take advan- 
tage of the hidden extra button?) 

Not hidden are the four face 
buttons, which mirror each other in 
size and layout, but not in labeling. On 
the Joy-Con R, they’re the traditional 
А, B, X and Y Buttons. On the Joy-Con 
L, they’re Up, Down, Left and Right — 
serving as a separated D-Pad in 
addition to cloning A, B, X and Y for 
two-person multiplayer purposes. 


Both of the Joy-Cons also come 
equipped with new, tiny SL and SR 
Buttons. The players’ index fingers in 
the images above are resting on them 
— they’re only accessible when the 
Joy-Cons are being used unattached 
from the Switch, of course, as they’re 
hidden by the slide-on rails otherwise. 

Finally, some of the tech stowed 
away on the insides of the Joy-Cons is 
the same in both, including gyroscopic 
motion sensing (which will allow them 
to operate similarly to Wii Remotes, 
registering your hands’ movements 
and translating that information into 
in-game actions), and newly upgraded 
haptic feedback technology that’s 
being referred to as "HD Rumble." 

Rumble has been around for 20 
years now, ever since Nintendo made 
the Rumble Pak accessory to slot into 
Nintendo 64 controllers in 1997. Star 
Fox 64 used the feature first, causing 
the controller to jostle and shake in 
response to on-screen explosions. 
Since then, rumble features have 
essentially stayed the same - giving a 
tactile dimension to something hap- 
pening on the game screen. With HD 
Rumble, though, Nintendo seems to 
have leveraged something entirely 


new. In the Switch Presentation 2017 
video, Yoshiaki Koizumi explained it as 
the tactile feedback now being so 
nuanced and precise that Nintendo 
can make it feel like there are indi- 
vidual ice cubes hiding inside each 
controller. He said changes in the 
rumble sensation are so sensitive that 
you could actually feel the difference 
between there being one, two or three 
ice cubes in there — or even water 
being poured over them! It sounds 
wild, and just the sort of thing that we 
won't be able to fully appreciate until 
we feel it for ourselves. 

That ends the commonalities of the 
two Joy-Con, though, as this is a pair 
of non-identical twins. Exclusive to the 
Joy-Con R is a special new infrared 
sensor — it’s capable of gauging the 
distance between itself and another 
object іп the room, and it has а 
camera feature as well that can tell 
what kind of shape the object it’s 
pointing at has, as well. Koizumi dem- 
onstrated this by holding one of his 
hands in front of it and making the 
three signs for Rock/Paper/Scissors. 
Finally, the Joy-Con R has an NFC 
reader/writer inside it, meaning it will 
be the one you use to tap amiibo! 


The Joy-Con L, meanwhile, has 
fewer unique features to flaunt — but 
its one exclusive could end up being 
incredibly popular. It’s the square- 
shaped "Capture Button." At launch, 
Nintendo says pressing this button will 
allow you to save a screenshot of your 
gameplay (perfect for preserving your 
memories of beautiful vistas you come 
across in Breath of the Wild). At some 
point in the future, though, a software 
update will grant the Capture Button 
the additional ability to start a video 
livestream! That feature has become a 
huge component of the Microsoft and 
Sony console experiences, so it’s great 
that Nintendo will be catching up in 
that area. 

That covers the Joy-Cons, but there 
are three more topics to touch on. 
First, multiple color options: Both Joy- 
Con L and R will be available in Neon 
Red and Neon Blue in addition to the 
default Gray. (You can even get a 
Switch bundle with the Neons instead.) 
Second, the Joy-Con Straps: We didn’t 
know about them before the January 
12 presentation, but they’re plastic 
extensions that slide onto the rails to 
give them extra grip when used alone 
(and wrist straps, too). Third: the Pro 
Controller. It’s totally optional, but you 
may like its traditional D-Pad and 
standard button layout! With all these 
choices, how will you play? - LUCAS 
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HANDS-ON 
IMPRESSIONS 


ON JANUARY 13, a handful of lucky dogs 
got to go hands-on with the Nintendo 
Switch in New York City. | was amongst 
those fortunate canines. By the end of the 
event, | put my hands all over the Switch 
and tried out its many configurations. It 
was very intimate and special. 

In its Handheld Mode - that is to say, the 
iteration of the Switch that you'll presum- 
ably lug around with you — the Switch has a 
satisfying heft that makes it feel far more 
solid than the lightweight Wii U GamePad. 
It’s heavier than an iPad or a Kindle, 
meaning some users may find it a bit too 
heavy. | didn’t have a problem, but | 
suppose Nintendo included the kickstand 
feature for a reason. 

By the way, sliding the Joy-Cons (the 
detachable halves that function as the 
Switch’s controllers) onto the sides of the 
tablet does in fact yield a satisfying "snap" 
like Nintendo’s been emphasizing in the 
system’s promotional materials. Also, 
putting the tablet into the Switch Dock 
(sometimes affectionately referred to as 
"the toaster") instantly throws the game 
you’re playing onto your TV screen. There’s 
no lag to speak of — nor is there any kind 
of pause when you lift the Switch out of the 
Dock. 
The Joy-Cons may give you flashbacks to 
the Wii’s Nunchuck controllers, but that’s 
not necessarily a reason to panic. For 
starters, the motion controls offer true 1:1 
movement, meaning we shouldn’t see a 
epeat of the infamous, aimless waggling 
hat defined the Wii. More importantly, the 
oy-Con’s various configurations offer 
lenty of options for traditional game 
ontrols. When you slide the Joy-Cons into 
the Switch’s included "Grip," you're left 
holding a comfortable, fully-functional con- 
troller that has two analog sticks, four 
shoulder buttons and four face buttons. 
Even the separated Joy-Cons have two 
shoulder buttons — teeny though they may 
be. 

In other words, you may not feel the 
need to buy a Pro Controller for the Switch 
as soon as you pick up the system. (You 
still might want to consider the purchase, 
though, since the Joy-Cons lack D-Pads.) 
Also, the Switch’s Pro Controller is a nice 
piece of hardware: | played a few rounds of 
Ultra Street Fighter II with it, and it felt 
comfortable and extremely familiar. 

It’s still not clear if the Joy-Cons by 
themselves are too small to function as full 
controllers for the average person. | played 
Sonic Mania with a single Joy-Con and had 
no trouble; I never hit any wrong buttons, 
or felt that using an analog stick for a 2D 
game was too awkward. But | have small 
hands (leave all political jokes at the door). 
| wonder how adult males will get along. 

There’s some argument about whether 
the Nintendo Switch’s innards will be able 
to deliver a true current-gen gaming expe- 
rience, but the system’s shell is sleek, 
stylish and well built. The numerous con- 
figuration options for the Joy-Con is a 
definite win. The Switch offers a sense of 
freedom that the Wii U tried to deliver but 
couldn’t fully articulate. = NADIA 
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HANDS-ON 
IMPRESSIONS 


AFTER MONTHS OF rumors and specu- 
lation, the Switch is almost upon us. It feels 
surreal to be talking about the Switch as a 
tangible thing, rather than a loose gather- 
ing of iffy inside info. Now we know the 
system’s main features and what it’s 
looking to accomplish. 

Currently, Nintendo is out there running 
all across the globe to give consumers an 
early hands-on look at the system. | was 
lucky enough to attend one of these 
events, and my hands-on time has shown 
me just how unique and diverse the system 
is. 

For the best portable experience, the 
Switch becomes an all-in-one piece of 
hardware. You simply slide the Joy-Cons 
onto either side of the system and go on 
your way. The thing that’s most unbeliev- 
able about this setup is how ridiculously 
light the system is. Holding onto the Switch 
in Handheld Mode lets the system melt 
away into your hands. While barely detect- 
able in your palms, the comfort of the 
Switch is undeniable. It doesn’t matter if 
you're playing on the go for hours оп end 
or grabbing the Switch for a quick session. 
Either way, the Switch’s portable mode is 
very much built for comfort. 

In certain instances, you can slide off a 
Joy-Con and play just with that. You’ll turn 
the Joy-Con sideways and use it as if it 
were a mini NES controller. Once again, the 
weight of the controller is almost non- 
existent. While the Switch with Joy-Cons 
attached is light as a feather, a single 
Joy-Con is almost undetectable. Not only 
that, but the tiny Joy-Cons still somehow 
manage to feel quite comfortable! Even 
those with bigger hands needn’t worry 
about the single Joy-Con experience 
cramping your style. There’s a remarkable 
amount of design going on in this small 
controller, which helps it to ergonomically 
fit to the curvature of most hands. 

If you'd rather take on a more tradi- 
tional approach, you can always slide your 
Joy-Cons into the Joy-Con Grip. Playing in 
this style certainly feels more akin to what 
you'd expect from most gaming platforms 
today. It may have a bit of an odd shape to 
look at, but the experience of holding it is 
just fine. You’ll quickly slide back into your 
usual gaming habits of having your arms 
locked in front of you, resting on your lap. 
Definitely the way to go if you're a little 
turned off by holding detached Joy-Cons in 
each hand. 

You can even go one step further with 
the Switch Pro Controller, which is about as 
close to what the competition offers as 
possible — as far as form factor goes. It 
feels like a traditional controller, and looks 
the part as well, but still offers all the 
features unique to the Switch, like HD 
Rumble and full motion control support. As 
far as standard controllers go, the Switch 
Pro Controller could be the best offering 
from Nintendo yet. 

No matter how you want to play, 
Nintendo has got you covered. The best 
thing | can say about my hands-on? It 
makes the wait until launch day that much 
harder! — KEVIN C. 


DAANS-ON 
IMPRESSIONS 


SAY WHAT YOU want about the software. 
You're free to like or dislike any games you 
have seen so far, but there’s something | 
need to tell you: The Switch is among the 
best pieces of kit that Nintendo has ever 
put together. 

Where to begin with this one? Well, we 
have to start talking about it as a home 
console first, since that’s how Nintendo’s 
marketing the Switch. The differences 
between Wii U and this new system are 
night and day in my book. When | played 
The Legend of Zelda: Breath of the Wild on 
Wii U at E3 2016, there were moments 
when the framerate would stutter. The 
exact same demo was on display at my 
Switch press event, and | was really taken 
aback. It ran so buttery smooth on the 
huge displays they had set up for us! While 
I’m sure the content will be the same, | 
can’t imagine playing it any other way now. 

The same sensation was presented to 
me in the Handheld Mode. Once you bring 
the tablet and Joy-Con controllers along, 
you realize how great of a value Nintendo 
Switch presents. The 720р display runs 
games wonderfully, and | can totally 
imagine people playing and finishing full 
games this way, without ever docking it to 
a TV. It reminds me of a brighter and 
sharper PlayStation Vita, which is how I’ve 
consumed a lot of indie games the last 
couple of years. The benefit of the Switch, 
though, is that it packs a bigger punch in 
what it can deliver. It really is a full home 
console, made portable! Mario Kart 8 
Deluxe in particular showcased how 
playing a console game on the go can be 
tons of fun. 

The keys to this fun are various control- 
lers the Switch uses. The Joy-Cons may 
seem like holding a Wii Remote, but they’re 
far more versatile. When you add the Strap 
attachment with the SL and SR Buttons, it 
becomes even more capable as a stand- 
alone controller. You'll see this in 1-2- 
Switch, where silly minigames are elevated 
to intriguing tasks. The controllers feature 
HD Rumble and an incredibly accurate 
gyroscope to make objectives like copying 
dance moves into dumb fun. 

The new Nintendo Switch Pro Controller 
felt wonderful as well. It was nice to wrap 
my hands around and all the buttons on it 
worked splendidly. Where the buttons on 
the Wii U Pro Controller had a harder 
touch, the Switch ones feel soft and nice. 
Next to this, it’s way more fully featured 
than that previous iteration. With a gyro- 
scope and HD Rumble under its belt, it’s 
perfect for those pro Splatoon players who 
want something more streamlined than the 
huge Wii U GamePad. You can choose to 
use the Joy-Con Grip instead, but it didn’t 
feel as nice to hold in my personal opinion. 

Overall though, | truly enjoyed my first 
few hours with the Nintendo Switch. I’m 
excited to sit behind the tablet and play 
games like Snipperclips with friends. | look 
forward to enjoying The Legend of Zelda: 
Breath of the Wild both at home and on the 
go. The software complements the 
hardware, and time will tell how Nintendo 
intends to build its library! - DAAN 
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1-2-SWITCH 


NINTENDO SEEMED TO step away 
from minigame collections in the last 
couple of years. Outside of its usual 
targets, the company didn’t try 
anything new in that style. Game & 
Wario tried to be a compilation of 
somewhat larger games, but it didn’t 
end up resonating with consumers. 
Now in 2017, Nintendo’s taking another 
crack at it with 1-2-Switch — once again 
trying to bring accessible fun to the 
masses. It doesn’t do so with any par- 
ticular style, but rather by focusing on 
bringing groups of people together in 
silly ways. The results are interesting. 

The main goal of 1-2 Switch is being 
a showcase for what the Joy-Cons can 
do. With capabilities like HD Rumble 
and motion control, it isn’t hard to see 
why Nintendo would do that. The Joy- 
Cons are really the main appeal of the 
system — and instant multiplayer is 
what will start Switch parties! 
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During my local Nintendo Switch 
hands-on event, there were six differ- 
ent minigames on display. Each sees 
you doing silly motions and crazy 
actions, which will end in laughter 
every time. The focus of the game isn’t 
looking at the television screen, but 
looking into each other’s eyes. 

The first minigame was Milk, where 
we had to virtually milk a cow. We'd 
first firmly place our hand on the SL 
Button and make a thrusting motion 
downward. Then, once halfway down, 
you had to press the SR Button as well 
to get the maximum amount of milk 
out. This process would repeat for 30 
seconds, and then a winner would be 
decided. In short, it looks and plays 
dumb — but that’s exactly why it was 
so fun to do! You need to get a feel for 
how you use those buttons on the side. 
It’s worth it just for the looks you’ll see 
on the faces of your friends! 

Samurai Training, Quick Draw and 
Copy Dance are very similar at their 
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core: You're asked to perform а 
certain motion at a specific time, and 
then your opponent has to react with 
equally precise timing. These are 
games meant to force a reaction from 
the other person. They create great 
back-and-forth moments until you 
have a winner. 

But while | appreciate the interac- 
tion and communication between 
players a lot, | feel like these games 
will grow old quickly. This is a particu- 
lar concern with Quick Draw, but the 
other two will depend on the people 
you're playing against. | can imagine 
Samurai Training continuing for 
several tense minutes on end. 

Ball Count is where things get really 
intriguing. You have to tilt the Joy-Con 
around and use your hands’ sense of 
the HD Rumble inside to decide how 
many balls are "hiding" in there. You 
can take as much time as you like and 
figure things out as you go along. The 
trick of Ball Count is to bluff and show 
confidence in your own guessing skills! 
(That takes some courage to do, but 
the results can be more hilarious than 
you might anticipate.) | had one round 
close to the end where | almost imme- 
diately made a decision on my number 
of balls — the look on my rival’s face 
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was absolutely priceless! | won’t forget 
that any time soon. 

Finally, there’s Safe Crack. Once 
again, the HD Rumble functionality is 
being used to its full potential. You'll 
need to move the Joy-Con around and 
find three weak spots with which the 
safe can be opened. Every individual 
piece of the lock gives you unique 
haptic feedback, so you'll literally 
need to feel the difference. The first 
couple of rounds we would nail the 
placement quite quickly, mostly 
because we would look at the screen 
to finalize our positions. We made it 
special in later rounds by turning our 
back to the television and trying to 
figure it all out on feel alone. It was 
pretty magical, as it shows how effec- 
tive the HD Rumble can be! The tech 
behind it really impressed me, and | 
really think this is just the beginning 
of what it can accomplish. 

1-2-Switch will be a fun party game, 
but don’t expect anything any deeper 
than that. Its purpose is to show what 
the Joy-Cons can do, and it does that 
wonderfully. While | do wish some of 
its games were a bit longer, 1-2-Switch 
is good for some quick laughs. With 
the right crowd, it could be a wild 
night for everyone involved! -- DAAN 
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“HEROES GET REMEMBERED, but 
legends never die." 

That line from the 1993 cult film 
The Sandlot danced across my mind 
when the trailer for Super Bomberman 
R appeared on Nintendo’s YouTube 
channel. Here is a beloved icon whom 
many had assumed - not without good 
reason! - would never grace TV 
screens again. 

See, Bomberman’s current parent 
company, Konami, hasn’t been in 
gamers’ good graces in quite some 
time. Former IP owner Hudson Soft 
had been under Konami’s umbrella 
since the turn of the century, with 
control gradually transferring over 
until Hudson’s merger with Konami in 
2011 and finally its dissolution the fol- 
lowing year. Since then, Konami had 
done nothing with those old Hudson 
properties - which include Bonk and 
Adventure Island - and after a very 
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public falling out with Metal Gear 
creator Hideo Kojima in 2015, there 
was even concern that the company 
would soon leave the video game 
business entirely! 

Knowing all that, you can probably 
appreciate the significance of this 
latest event! Not only is Bomberman 
back on a non-mobile platform after a 
six-year hiatus, he’s also launching 
alongside the Switch on March 3! 
Nintendo and Konami collaborated to 
jump-start production, which was lead 
by former Hudson staffers with addi- 
tional assistance from HexaDrive 
(known for their contributions to The 
Wonderful 101 and The Legend of 
Zelda: The Wind Waker HD). Even the 
title - Super Bomberman R - is a nos- 
talgic callback to the series’ naming 
scheme during the SNES era. (As for 
what the "R" stands for? No idea!) 

As is tradition, you will navigate a 
maze-like grid from an overhead per- 
spective, dropping bombs to clear 
obstructions and enemies while taking 
care not to accidentally blow yourself 
to smithereens. Story Mode, which can 
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ER BOMBERMAN R 


be tackled with a co-op partner, 
consists of 50 stages interspersed with 
fully voiced cutscenes - Konami seem- 
ingly wants to stress the pains taken 
to add personalities to our hero, the 
White Bomberman, and his seven 
brothers and sisters. 

But longtime fans know that Battle 
Mode is always the star of Bomberman 
titles! Up to eight players, online or 
local, can vie for supremacy ona 
variety of maps that employ "photo- 
real graphics" - Konami’s words, not 


mine! - to simulate miniatures 
battling atop stone sidewalks, park 
benches and other surfaces. Better 
still, Download Play off a single game 
card is possible, allowing multiple 
Switches to link together for 
impromptu matches away from home! 
Super Bomberman R doesn’t look 
like a particularly deep game, but it 
ought to be a solid multiplayer affair 
that will enjoy extra exposure thanks 
to appearing at Switch’s launch. And 
truthfully, it’s just nice when down- 
on-their-luck stars make such а 
noticeable comeback. We wish 
Bomberman all the best, and hope he 
sticks around this time! — TONY 
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THE LEGEND OF ZELDA: 


BREAT 


WHEN IT WAS last shown to us as a 
Wii U game at the 2016 Electronic 
Entertainment Expo, Nintendo focused 
primarily on the vast scope of the 
world of Breath of the Wild, as well as 
the freedom and amount of explora- 
tion available therein. That focus was 
designed to exclude more story- 
centric characters, save for the old 
man who greets you upon your emer- 
gence at the start of the game. 

Fast forward about six months, and 
with its official confirmation as one of 
the Day 1 launch titles for the Switch, 
the company has pulled back the 


curtain tenfold on the story and char- 
acter side of their entry into the 
"open-air adventure" genre. 

At almost four minutes, Breath of 
the Wild’s Switch Presentation 2017 
trailer takes on a more foreboding 
tone as the camera pans and swoops 
over various areas of the ravaged, 
once-prosperous land of Hyrule. 
Beaches, cliffs, deserts, snowy moun- 
tains and forests bring their full 
beauty to bear, but with a sense of 
unease as the music informs you that 
things are not all as they should be. 
And yet, a beam of light shines upon a 
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symbol of hope for all those who 
remain... 

The Master Sword. 

A shot of Link standing atop a cliff, 
gazing out at the vast stretches of land 
before him informs the viewer of one 
long-known truth: He really has his 
work cut out for him this time as he 
travels across the land, searching far 
and wide for the way to end the curse 
of the Calamity Ganon and its ties to 
the royal family of Hyrule. 

At various parts of the trailer, we 
hear words spoken to Link as unseen 
characters offer to fill in the blanks for 
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our... ег, Hero of the Wilderness (I 
guess?). That’s right, baby: It only took 
us a bit over three decades, but The 
Legend of Zelda finally has voice 
acting! And that includes the latest 
incarnation of the (deposed?) Princess 
Zelda, a "wise and curious" investiga- 
tor of ruins who’s seen dressed both in 
a white gown as well as blue garb not 
unlike Link’s, tearfully telling him that 
everything she’s done up until now 
"was all for nothing." By the voiceover, 
it sounds like her father will put in 
some sort of appearance, too. 

In addition to Zelda, we get to see 
what has become of the land, from 
dead ruins of once-proud monuments 
to towns that continue to endure 
under the new landlord. There are 
foes and what we can hope are allies 
shown, including the Great Deku Tree 
and some Koroks, a figure sporting a 
long red braid, some sort of large ring 
and а saber-toothed sidekick that 
appears to be Gerudo; and a truly, 
truly, truly outrageous-looking Great 
Faerie. 

Three other characters are also 
shown, bound by the similar scarves 
they wear and the unique weapons 
they each carry: a mighty, bearded 
new face from the Goron race named 
Darkel (whose weapon is difficult to 
identify); a shy, spear-toting female 
with a unique power named Mifa who 
hails from a race of red Zora who look 
like they have sharks for heads; and 
perhaps most intriguingly, a bird-man 
who appears to be more bird than 
man, bearing a resemblance to one 
Falco Lombardi and carrying a large 
bow slung across his back. 

As it turns out, Japan’s Famitsu 
magazine (via Nintendo Everything) 
has revealed that the bird man is in 
fact a member of the Rito race named 
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Reebal (at least in Japan). This has led 
some to believe that Breath of the 
Wild belongs in the branch of the 
Zelda timeline that contains The Wind 
Waker, Phantom Hourglass and Spirit 
Tracks. Of course, while producer Eiji 
Aonuma noted in an interview with 
Eurogamer that the game has taken 
influence from the GameCube/Wii U 
classic, he would not commit to its 
placement along the same line. 
Beyond the trailer, Nintendo also 
took the time to play the game during 
their Treehouse livestream the day fol- 
lowing the Switch Presentation 2017. 
Further details were revealed, with 
perhaps the most fascinating among 
them being that in Breath of the Wild, 
you won't have just one horse to ride 
= rather, you'll have several. As many 
as you care to wrangle, each with their 
own traits and attributes. You'll be 
able to name them and keep them at 
stables scattered across the land, 
ready to gallop to your aid when you 
call (provided that’s within a reason- 
able distance, mind). 

Nintendo appears to have high 
hopes for the performance of the 
latest entry in their most legendary of 
franchises, even going so far as paying 
to have an ad run during the Super 
Bowl for the first time ever. Shown 
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during the fourth quarter, the 
30-second spot featured Link’s 
latest adventure front and center 
to the tune of Imagine Dragons’ 
new song, "Believer." 

The Legend of Zelda: Breath 
of the Wild will be available at 
the same time as the launch of 
the Nintendo Switch on March r 
3, 2017, and comes in three in- 
creasingly glorious editions — plus 
the Wii U version. Which one will 
you bring home? = DAVID | 
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SOMETIMES IT’S HARD to be a 
Nintendo-only gamer. | confess! | get 
jealous when | see certain games 
debut on other systems. My most 
recent bout of envy came when | Am 
Setsuna arrived on PlayStations and 
PCs last year, as it was specifically 
made and marketed as a spiritual suc- 
cessor to Chrono Trigger. You're killing 
me, Square Enix! How do you go and 
make a follow-up to that SNES master- 
piece and not bring it to a Nintendo 
system? Well, thankfully, the night- 
mare of jealousy is now coming to an 
end, as | Am Setsuna is arriving as a 
Switch launch title. On Day 1, no less! 
Its similarities to Chrono Trigger 
come primarily through its combat 
system. As in that classic, this game 
has you commanding teams of three 
characters at a time, and they’re able 
to use Tech skills to combine their 
attacks into flashier, more damaging 
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I am Setsuna. 
And you are? 
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combo techniques - like the classic X- 
Strike seen below. | Am Setsuna dives 
deeper beyond that surface similarity, 
though, and embellishes the battle 
system with all kinds of extra modifi- 
ers and options. 

Setsuna and her companions also 
set themselves apart from Crono and 
his cartoonish gang by striking a much 
more somber tone in their story. The 
overall goal in this game isn’t victory 
over a world-ending villain or anything 
traditional like that — rather, this is a 
journey to bring Setsuna safely across 
the world to arrive at the place where 
she will be sacrificed. This is a doomed 
world, smothered in snow, and appar- 
ently humanity’s only hope for even 
being able to eke out a continued 
wretched existence is to send this 
innocent 18-year-old to die іп a ritual 
of meager, temporary protection. If 
you're looking for an upbeat story, you 
won't find it here. 

I’m undeterred, though. Somber or 
not, I’m thrilled to finally be able to 
play it. And very, very soon! — LUCAS 
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CUT IT OUT, TOGETHER! 


NINTENDO AND INDEPENDENT 
developers have not always been on 
the best of terms. As you may have 
read in interviews with such game- 
smiths in previous NF issues, the rules 
of WiiWare were considered by some 
to be particularly unfavorable when 
compared with its contemporaries. But 


as time wore on with the Wii U and 
Nintendo 3DS, as well as the associ- 
ated advent of the Nintendo eShop, 
things changed — Nintendo came to 
embrace the indie scene, even going 
so far as to coin a term for those who 
published on their platforms: Nindies. 
From those rocky beginnings, few 
would likely have imagined that events 
would transpire to arrive where they 
are today with the dawn of the Switch. 


Standing alongside industry icons like 
Mario, Zelda and Sonic are new fran- 
chises like ARMS and 1-2-Switch. But at 
Nintendo’s Treehouse and on the 
Nintendo Switch tour, they’ve been 
keen to show off one other title: 
Snipperclips — Cut it Out, Together! 
(hereafter referred to as just 
"Snipperclips"). 
What makes an already 
remarkable little game 
even more so is the fact 
that it was not origi- 
nally conceived by 
Nintendo; rather, it 
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originated as "FriendShapes," the 
product of indie dev brothers Tom and 
Adam Vian’s studio, SFB Games. 
Originally shown at the 2015 GDC 
Europe Innovative Games Showcase, 
FriendShapes apparently made 
enough of an impression on the House 
of Mario that the title is now being 
published as a first-party collabora- 
tion. How far we’ve come! 

As to its premise, Snipperclips is a 
puzzle game focused on co-op play. 
However, this isn’t a competitive 
affair; rather, players are provided 
with a variety of situations in which 
they must work together in order to 
accomplish a common goal. 

Each player takes control of a char- 
acter shaped like a blocky "U," and has 
a few basic abilities: jumping, ducking 
and rotating. The key is that the two 
can overlap, and at the press of a 
button, one "clips" away part of the 
other’s paper-like body to forma 
shape more conducive to the puzzle. 

For instance, a button may be 
found within a hole in a wall that’s too 
thin to fit through, but trimming one 
player’s body down can allow them to 
reach it. Another instance found in the 
demo involves being able to scoop up 
a ball to carry it to a basketball goal 
(so one player needs to have a scoop 
shape carved out of them), and a third 
featured a room filled with balloons, 
so you'll need to snip а sharp point 
from your partner to pop them all. 

These are just the tip of the clippin’ 
iceberg, though! | was quick to ignore 
this one at first sight, but even quicker 
to reverse my stance upon seeing it 
played. Be sure to keep an eye out for 
this one when it’s released this March, 
especially if you’ve got friends ог 
family members who'd be ready to 
snip with you! — DAVID 
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MARIO KART 8 DELUXE 


to collect and hold on to as many Bob-omb Blast battles in Double 
Coins/Shines as possible before time Dash!! tended to be quick matches 
FOR AS WONDERFUL as Mario Kart we're getting more than we asked for! runs out. Shine Thief was a bit differ- because of all the destruction going 
8 was on Wii U, many people com- Deluxe will include up to eight- ent, as in it there’s only a single Shine on, and | can’t wait to see what the 
plained that its Battle Mode was lack- player local wireless play, and 12- Sprite from Super Mario Sunshine up new Piranha Plant mode is all about, 
luster — certainly not as fun as in player matches return online. The five for grabs in the match, with everyone because | loved the addition of that 
previous iterations in the series. (І Battle Mode types include the tradi- fighting to own it. We hope it’s that! item in Mario Kart 8. 
remember spending countless hours tional Balloon Battle, Shine Thief and Returning Battle Mode arenas 
in Super Mario Kart playing neighbor- Bob-omb Blast from Mario Kart: include SNES Battle Course 1 and the 


hood tournaments via the Battle Double Dash!!, Coin Runners from Luigi’s Mansion-themed 
Mode, so to have 8’s Battle Mode take Mario Kart Wii and a new mode that battlefield from Double 
place on the same racetracks as the somehow involves Piranha Plants. 

other modes felt odd.) Mario Kart 8 Shine Thief could also be Shine 

Deluxe fixes that problem in spades, Runners from Mario Kart DS, but that 

though! With two controllers built-in to would be a bit redundant with Coin 

every Switch, multiplayer will be a Runners — both involve trying 


focus of this new version — and by 
adding five new Battle Mode options, 
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Dash!!, and there аге two all-new 
arenas. Urchin Underpass is Splatoon’s 
showing for this outing, and the Battle 
Stadium is a more traditionally 
themed course. 

Balloon Battles now have five 
balloons instead of three, and 
players can opt to return to 

the battle once their balloons 
are gone, but doing so cuts 
their match points in half. 
Combined with other new 
features, this mode looks 
to bring much more chaos 
to the world of Mario Kart — 
if it wasn’t already chaotic 
enough. 
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There are new characters, too! 
Veterans King Boo, Dry Bones and 
Bowser Jr. return from Karts past, 
while Splatoon’s Inkling Girl and 
Inkling Boy provide more Nintendo 
character diversity in the lineup. King 
Boo was a heavy character in Double 
Dash!!, while the rest seem on the 
lighter end of the spectrum. This 
brings the total roster — not including 
color changes — to 41, which is the 
most any Mario Kart title has seen. 

New vehicles include Jr.’s trusty 
Koopa Clown Car and two Splatoon- 
inspired karts — the Splat Buggy and 
Inkstriker — that have ATV-type 
chassis. And two classic items return 


from the very first Super Mario Kart: 
the Feather that will allow players to 
jump, and the Boo item that steals 
other items while also making its user 
invisible for a short time. Both were 
integral components of a strong 
strategy in Battle Mode on SNES, so 
seeing their return is a long-awaited 
dream come true! 

Іп single-player, Mario Kart 8 
Deluxe remixes every racetrack with 
the simple change of letting racers 
now hold two items at once. It’s a 
game-changer! Imagine that you were 
way back in 12th place and then 
received both a Bullet Bill anda Star! 
Doubling up on the more offensive 


items will spell mayhem for anyone 
attempting to hold first place. In Battle 
Mode, double Shells could create 
quick momentum-shifting attacks, or 
dual Bob-ombs could level the play- 
field — or decimate it. 

Finally, Nintendo’s introducing 
"Smart Steering" for younger players, 
a helpful option that will ensure they 
never drive off the sides of the track. 
No doubt many kids (and parents) will 
be grateful for that tweak. 

Mario Kart 8 Deluxe will retail for 
the full $60 new game price, even as 
an enhanced version of a Wii U game 
— but it looks like there’s enough new 
content to justify it! - BRETT 
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LEGO CITY UNDERCOVER 


IT TAKES A certain kind of agent to 
go deep undercover. Infiltrating the 
seedy underbelly of a criminal organi- 
zation requires careful planning, quick 
wits, resourcefulness and, above all, a 
steely disposition, because the slight- 
est crack in the facade could blow 
your cover and compromise the entire 
mission. Chase McCain has none of 
these qualities - but he is capable of 
changing disguises with the 


press of a button, which serves him 
just as well in LEGO City Undercover. 
This humorous Grand Theft Auto send- 
up (and former Wii U exclusive) from 
TT Fusion will soon be getting a 
second lease on life, when Warner 
Bros. Interactive brings it to the 
Nintendo Switch (alongside every 
other major platform) this Spring. 
Originally released in March 2013, 
LEGO City Undercover 
was one of the few 


bright spots іп the Wii U’s otherwise 
barren infant months. The game put 
players in the role of the aforemen- 
tioned Chase, a veteran cop called in 
to LEGO City to investigate a crime 
wave that has swept over the metrop- 
olis. It doesn’t take long for Chase to 
discover that this uptick in criminal 
activity is orchestrated by his nemesis, 
Rex Fury — and to thwart his grizzled 
foe, Chase will need to assume various 
alternate identities (and use the 
special abilities he gains from them) to 
infiltrate Fury’s gangs and bring him 
to justice once and for all. 

Chase’s quest plays out like а 
family-friendly version of Grand Theft 
Auto. Players advance through the 
story by completing missions, but 
they’re also free to explore LEGO City 
itself at their leisure, taking in the 
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sights, constructing new buildings out 
of the LEGO bricks they collect and 
even carjacking hapless motorists for 
the fun of it. The moment-to-moment 
gameplay revolves around Chase’s 
ability to go undercover. At different 
points in the adventure, Chase will 
acquire new disguises that grant hima 
corresponding skill; the robber outfit, 
for instance, allows Chase to pick 
locks, while the firefighter uniform 
lets him extinguish flames. There are 
eight classes of disguises to wear, and 
players will need to harness all of 
their unique abilities to solve environ- 
mental puzzles and access new areas. 

One of LEGO City’s defining 
features was its creative use of the Wii 
U GamePad. Early in the adventure, 
Chase received his own multipurpose 
communicator that utilized the 
GamePad independently of the TV. In 
addition to streaming video transmis- 
sions from other characters during the 
course of play, the GamePad would 
also constantly display a map of the 
city (an invaluable resource when 
trying to navigate its dense urban 
sprawl), and players would occasion- 
ally even need to use the controller as 
a viewfinder to locate hidden charac- 
ters and items. As neat as these ideas 
were, however, they’ll likely be cut 
from the upcoming Switch port, as no 
other console is capable of that kind 
of dual-screen gameplay. On the 
bright side, the move to next-gen 
hardware should alleviate the game’s 
biggest flaw — its excruciating load 
times — which is a fair tradeoff. 

LEGO City Undercover is a charming 
title that went criminally overlooked 
on Wii U. Switch owners looking for a 
lighthearted alternative to GTA will 
find plenty to like here! — KEVIN K. 
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ICO, JOURNEY, WIND WAKER - 
Tequila Works’ sumptuous adventure 
game, RIME, has drawn comparisons 
to some of the medium’s boldest mas- 
terpieces, and it’s easy to see why. One 
look at the game reveals their influ- 
ence in nearly every facet of its 
design: The way the stylized, crystal- 
line waves lap at the island’s pristine 
shores, tiny crabs scuttling about 
underfoot, looks straight out of Wind 
Waker; the way the game’s backstory 


slowly unfurls as players make their 
solitary trek to a mysterious tower 
looming in the distance recalls the 
spiritual self-discovery of Journey; and 
the ancient, intricate ruins that 
players need to navigate on their 
quest to the tower are reminiscent of 
the environmental puzzles in Ico. Such 
lofty aspirations often have an unfor- 
tunate habit of backfiring, as their 
achievements often shine an unfavor- 
able light on a lesser work’s shortcom- 


ings, but what Tequila Works has 
shown of RIME thus far has been а 
promising glimpse. 

RiME’s own journey certainly hasn’t 
been an easy one. After being first 
approved then subsequently rejected 
by Microsoft, Tequila Works partnered 
with Sony to make RiME a PlayStation 
4 exclusive, and the game had its first 
public unveiling at Gamescom 2013. 
Despite its positive reception at the 
time, however, Tequila Works soon 
went dark, and the game wouldn’t 
resurface again until nearly three 
years later. The reason for this pro- 
tracted silence? According to Tequila 
Works, the studio felt it shouldn’t show 
more of the game until it was much 
closer to the developers’ vision. 

Fortunately, the wait seems to have 
paid off, as RiME is finally slated to 
make its long-awaited debut this May. 
No longer bound by its PS4 exclusivity, 
Tequila Works will be bringing the 
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game to every major platform, includ- 
ing the Nintendo Switch courtesy of 
Tantalus Media (the same studio 
responsible for bringing the HD 


remaster of Twilight Princess to Wii U). 


Switch will no doubt make a good 
home for RiME, as the game’s beauti- 
ful art style and bold vision slot along- 
side the rest of its burgeoning library 
quite nicely. Despite its overt Wind 
Waker influence, that isn’t the only 
Zelda game RIME bears similarities to. 
Like the Game Boy classic Link’s 
Awakening, RiME stars a young boy 
marooned on a mysterious island. 
With no recollection of his past, his 
only course is to head toward an 
ancient tower overlooking the island, 
slowly piecing together the circum- 
stances of his shipwreck. Like the 
aforementioned Ico, the game’s chal- 
lenge comes from figuring out how to 
traverse the landscape, which is 
littered with environmental puzzles 
that will have players clambering, 
platforming and even manipulating 
time to solve. 

Only time will tell if RIME can live 
up to the classics it lovingly emulates, 
but its beautiful visuals and compel- 
ling premise certainly make it one of 
the year’s most intriguing releases. 

— KEVIN K. 
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DURING THE NINTENDO Switch 
Presentation 2017, fans all around the 
world were drooling in anticipation. 
What new installments in beloved 
Nintendo franchises would we see? 
Was it time for another peek at the 
Mario game Nintendo teased in the 
Switch’s reveal trailer? Would we get a 
better glimpse at how The Legend of 
Zelda: Breath of the Wild would look 
on Switch? Indeed we would — but not 
before Nintendo hit us with a surprise. 

While Nintendo is still keen on 
bringing us more of the brands we 
love, they’re also 


eager to show off their next wave of 
original IPs. 

ARMS' reveal trailer started off just 
like the trailer for 1-2-Switch. We were 
presented with a pair of real actors 
meeting up in a dimly lit room, 
readying themselves for battle. Right 
when the two are about to throw some 
fists, the whimsical side of Nintendo 
jumped out. The actors were slowly 
turned into uber-colorful, extremely 
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wacky characters with wild, super- 
deformed limbs. From that moment 
on, ARMS revealed itself to be 
Nintendo’s next big foray into the 
world of motion-controlled gaming. 
While visually completely different, 
ARMS’ gameplay had some worried 
that we were getting Wii Sports Boxing 
2.0. The great news is, under that 
initial impression hides a wholly dif- 
ferent, deep and engaging experience. 
While ARMS will include a "normal" 
control option for those who enjoy tra- 
ditional button controls, make no 
bones about it — Nintendo wants you 
to play ARMS with motion controls. 
This game is all about showing off just 
how much more accurate the Switch’s 
Joy-Cons are when compared to the 
old Wii Remotes. Gone are the days of 
endlessly waggling your Wii Remotes 
to score a knockout punch. That kind 
of approach is going to get you taken 
out in no time flat! ARMS forces you to 
not only act with a more level head, 
but also react smartly to whatever 
your opponent is dishing out. 
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Punching with your left and right 
hands will extend your character’s 
extremely long arms into the battle 
arena. Think of ARMS as a mix 
between boxing and ranged combat. 
You don’t have to be right up in your 
opponent's face to score a blow — you 
can hang out on the other side of the 
arena and throw long, winding bombs. 
Depending on how you twist and turn 
your hands when punching, your pro- 
jectile fists will curve toward or away 
from your opponent. Want to fake out 
your competitor? Lunge forward with 
a straight punch from one arm, then 
quickly throw a hook right after to 
have your opponent walk right into it. 
You can even throw both arms forward 
at the same time to grab your foe and 
shake them up! 
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ARMS also doesn’t make you stand 
in one place like Wii Sports Boxing did. 
You're free to move about the arena at 
your own whim — and once again, all 
this is done with motion controls. 
Simply lean your hands forward, 
backward or side-to-side to walk about 
the arena and dodge the attacks 
you're being peppered with. Throw in 
a couple jumps and you'll quickly see 
that ARMS is about combat through- 
out the entire arena, even in the air. 
Depending on how dedicated your 
opponent is to taking you down, there 
might not be any safe spots in which 
to hide! It’s this kind of gameplay that 
forces the old style of Wii Sports 
Boxing out of your head and makes 
you take a thoughtful, strategic 
approach to winning. 

Part of that strategic thinking 
will happen before the match even 
begins, as you mix and match the 
arms of your character. Different 
types of arms mean different styles 
of battle. Feel free to throw around 
the more traditional boxing fists, but 
good luck going up against a character 
who's using projectile gloves! Perhaps 
you can outwit them with a pair of 
boomerang gauntlets that let you 
curve your attacks to a ridiculous 
degree? Not only do the various fists 


allow for unique attacks, but they also 
feel unique thanks to the HD Rumble 
in each Joy-Con. When your character 
has arms made out of chains, ribbons 
or another material altogether, you're 
going to feel the difference right in the 
palms of your hands. 

Nintendo has only shown off a few 
characters so far, but they’ve also 
promised there will be many more in 
the final roster. 


The same can be said for arenas and 
fists to choose from. The more variety 
included in this game, the harder it'll 
be to learn your opponents! 

With all this, it’s clear that Nintendo 
is trying to position ARMS as a new 
entry into the world of eSports. Some 
might laugh at that idea when seeing 
the gameplay footage, but Nintendo’s 
crazy idea doesn’t seem so crazy once 

you go hands-on. When you 


feel what goes into the experience and 
see the surprising amount of depth 
there is, you too might have visions of 
taking on opponents in a stadium 
packed with cheering fans! 

We've only seen a small sampling of 
the big picture for ARMS, but color us 
excited. If you scoffed at the trailer 
when you first saw it, you’re doing 
yourself a disservice. The last time 
Nintendo tried their hand at eSports, 
they gave us Splatoon. That should 
definitely get you excited to get your 
hands on ARMS! — KEVIN С. 


MONSTER BOY 


AND THE CURSED KINGDOM 


WONDER BOY FANS rejoice — coming to the Switch in 2017 is Game 
Atelier’s Monster Boy and the Cursed Kingdom, a beautifully animated 
action/adventure sidescroller with a most convoluted family tree. Monster 
Boy initially began life as a Kickstarter-funded sequel to the PlayStation Mini 
game Flying Hamster (a brightly colored, comically insane shooter starring, 
well, a flying hamster). A few development changes later, it was rechristened 
to its current moniker and changed its gameplay style to something akin to a 
spiritual successor to Sega’s classic title Wonder Boy ІІІ: The Dragon's Trap. 
But, if you recall from a few issues ago, there’s also a direct remake of that 
game in the works from another team! (It’s been shifted from Wii U to Switch 
since Issue #23, by the way.) You could say the two projects are cousins! 

Monster Boy tells the story of Jin, a young boy who has to stop his inebri- 
ated uncle Nabu from using magic to wreak havoc across the land in which 
they live. Aside from using swords and other weapons to make his way 
throughout his world, Jin has the unique ability to transform into several dif- 
ferent animal identities, each having its own traits that can be used to attack 
enemies or overcome the puzzles found within the different areas. Specific 
animal alter-egos include the wall-slithering Snake-Man, the swift and strong 
Lion-Man, the nimble tongue-swinging swimmer Frog-Man and the "Hey, 
where have | seen you before?" Pig-Man. 

Wonder Boy Series creator Ryuichi Nishizawa is partnering with Game 
Atelier in development, and he’s not the only video game luminary on staff! 
Legendary composers Yuzo Koshiro and Michiru Yamane are working on the 
soundtrack, supplying both rearranged classics as well as completely new 
melodies. And the graphics are nothing short of amazing! No release date 
yet, but this looks to be a worthy addition to the Switch’s first year. – THOR 
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THE UNLIKELY LEGEND 
OF RUSTY PUP 


THERE’S BEEN A really nasty wave of Wii U cancellations happening lately. 
Project Giant Robot is dead. The Next Penelope, Yooka-Laylee and Clive ’N’ 
Wrench — all projects that had Wii U versions planned — were canned on the 
platform. Now, The Unlikely Legend of Rusty Pup has followed suit. 

Headlined by two developers formerly of Rare — Shawn Pile and Chris 
Seavor — the Wii U edition was canceled in early 2017, with multiple reasons 
cited for the drop. Seavor noted that the cost of development and the fact 
that it was a "dead system" was to blame, but there’s light at the end of the 
tunnel, as he says a Switch version is "pretty much" a definite thing. 

He seems excited to drop the Wii U too, calling the Switch the next new 
great thing, with the "console buzz" effect fueling the fervor at which they’re 
developing the port. The only thing is, they don’t have a development kit yet! 
So while the PC version is slated to arrive this September, there’s still no real 
window in sight for the Switch. That seems just fine though, as there will be 
plenty to play on Nintendo’s new machine through 2017, with tons of first- 
and third-party games hitting the system. 

So what’s the deal with Rusty Pup? Well, you only really need to mention 
"It’s from the maker of Conker’s Bad Fur Day" and people’s ears perk up, but 
it’s billed as a puzzler/platformer with "darker elements," which are more sad 
than "mature" — so don’t expect too many Conker-esque dirty jokes. One of 
the influences he cited was Lemmings, and based on what we’ve seen so far, 
that looks pretty apt. You don’t take direct control over Rusty, here — rather, 
you interact with elements in the environments around him in order to create 
a safe pathway for him to use in rolling through to each level’s end point. 

As we wait for more info to arrive, it’s a good time to reflect on the 
promise of the Switch when it comes to indie games. The Wii’s stingy and 
unflappable rules when it came to WiiWare really scared off a lot of develop- 
ers, and while the Wii U improved relationships quite a bit, it still had plenty 
of room for improvement. Let’s hope the Switch gets indies excited! — CHRIS 
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HAS-BEEN HEROES 


OVER THE DECADES, video games have introduced us to thousands of 
heroes. Valiant, vibrant young warriors! Fighting for valor and glory — forging 
egacies of legend through their feats of bravery and awe! Theirs are the tales 
told for years thereafter; the songs that are sung in reverence and remem- 
berance. 

... But what happens after that? Decades later, when all the derring-do 
has already been done? Has-Been Heroes aims to answer that question, by 
introducing us to a team of adventurers whose best adventures have long 
since come and gone. 

A broken-down bard. A crusty, creaky warrior. An aging monk whose limbs 
have degraded so severely that he’s only able to even move by constantly 
casting magic on his old, atrophied muscles! They’re not exactly the top-tier 
team they once were when they were young, but they’ve been called back out 
of retirement to complete one last quest: getting the king’s two princess 
daughters delivered safely to their school. 

Gameplaywise, it all plays out a bit like Plants vs. Zombies, in that a 
constant onslaught of undead enemies appears marching in set horizontal 
lines to assault our brave old heroes. The heroes, though, are not locked 
down into their own rows - rather, they dash to swap positions with опе 
another, setting up combos and complementing each other’s unique skills. 
The monk, for example, can cast a spell to soften up a wave of foes — draining 
their stamina — and then the warrior can leap into that line to finish them off 
with a swing of his greatsword. It'll take strategy and skillful timing to keep 
any skeletal foes from breaking through to attack the twin princesses! 

Even more challenging is how Has-Been Heroes takes a page from the 
roguelike genre, embracing permadeath as a penalty for any failure in battle. 
Plan cautiously, because if you slip up, all your progress will be erased in an 
instant! It’s harsh... but you wouldn’t expect the final quest of a band of 
seasoned warriors to be a walk in the park, would you? - LUCAS 
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PUYO PUYOTETRIS 


EVERYONE KNOWS TETRIS, but not everyone is familiar with Puyo Puyo, 
as they may know it better as Dr. Robotnik’s Mean Bean Machine or Kirby’s 
Avalanche (the names it was given іп the 205). When two enduring and 
popular puzzle franchises collide, nobody knows what to expect! 

There are six different modes in the game. Story Mode is a traditional part 
of the Puyo Puyo games — it essentially teaches the player about the differ- 
ent modes through a series of battles with franchise characters, each one of 
which escalates in difficulty and advances an overarching narrative. 

Party Mode piles on special moves, slots attacks and other bonuses from 
previous iterations of both franchises, but the winner is decided based on 
points and not who tops out last. Swap Mode gives the player two playfields 
- one for Puyo Puyo and one for Tetris - and each one swaps into the other 
at regular intervals during battle. This mode is fantastic, and can lead to 
some really amazing matches! You can set up chains in Puyo Puyo, then add 
to your attack when the 25-second timer swaps over to Tetris. Garbage pieces 
are only released on one playfield too, so players can literally be saved by the 
bell! In Big Bang Mode, players pick either Tetris or Puyo Puyo and then do 
battle with that skillset, sending damage to the opponent based on points 
racked up in a specific amount of time. 

But the mode that exemplifies the game the best and has the hardest 
learning curve, by far, is Fusion Mode. Puyos and Tetrads fall into the same 
playing field. Tetrads go directly to the bottom by going through any Puyos, 
allowing for the player to play both games at once. Puyos stack on top and 
create chains while Tetrads create lines. Combining the two strategically can 
unleash some truly fearsome attacks! 

Finally, Versus Mode allows for couch co-op battles with up to four players, 
while online play tests your puzzling mettle against the world with four- 
player action and leaderboards. 

No matter which way you play, you’re sure to have a blast! — BRETT 
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SPLATO 


WHILE THE FIRST "inklings" of a 
potential Splatoon re-release or 
sequel for the Nintendo Switch were 
revealed during the Switch’s first look 
video last October, Splatoon 2 was 
confirmed during the Switch’s January 
presentation by producer (and Squid 
Research Lab member) Hisashi 
Nogami. And it’s on track to make a 
splash this Summer, with many rumors 
pointing to an August or September 
release date! (Though maybe it'll come 
earlier than that, if we’re lucky?) 


Splatoon 2 takes place two years 
after the original, and the tides of 
change have swept Inkopolis. The hub 
world is now Inkopolis Square, a new 
area filled with boutiques, cafés and 
food trucks — but it’s not yet known if 
the friendly finned faces from Booyah 
Base have jumped ship and opened up 
shop here as well. There are some new 
faces that were revealed during the 
trailer and the demo: a sea urchin kid 
glued to his video games who bears a 
strong resemblance to Spyke, anda 
fluffy little grey and white kitten with 
a strong resemblance to Judd, who 

helps his daddy (?) with deciding 


the winner of Turf Wars. 

But what about the Squid Sisters? A 
single shot in the trailer reveals Marie 
gazing at a mysterious rock formation, 
wearing a somber kimono instead of 
her green lamé idol costume, with 
Callie nowhere to be seen. (It was a 
sight unsettling enough for diehard 
Squid Sister fans that Nogami later 
had to acknowledge that yes, Callie 
was going to be in Splatoon 2.) And 
another menacing shot in the trailer 
reveals that the Octolings are back, 
and badder than ever! 

As shown in the original Switch 
trailer, one of Splatoon 2’s new 
features will be an upgrade to 
your Inkling’s look. There 


were many tentacle ‘dos showcased on 
the boys and girls of Inkopolis in both 
the initial reveal and the trailer — 
short bobs, side ponytails, Bart 
Simpson-style spikes, even sea- 
cowlicks — and they also pointed to 
options to change pants and gloves, 
along with the standard hats, shirts 
and shoes that are your Inklings’ 
armor. 

Many things will stay the same, 
however: All weapon types from the 
original Splatoon will still be available, 
with a few upgrades — both in style 


апа performance - to keep the com- 
petition fresh. Rollers now have two 
ink attack patterns that spread 
depending on if your Inkling is on the 
ground (horizontal) or jumping in the 
air (vertical). Chargers will now allow 
you to store a charge, change into 
your squid form, and then unleash it 
once you’ve found a good place to 
snipe the opposing team (you won't be 
completely camouflaged while hiding 
in ink, however — fully charged 
weapons make your Inkling’s position 
glow). 

Three of Splatoon’s main weapon 
types — the standard Splattershot, the 
Roller and the Splat Charger — were 
playable during the Switch demo 
events held in January, along with a 
brand-new weapon, the Splat Dualies. 
These twin guns have separate reti- 
cules that combine into one after your 
Inkling performs a new rolling dodge 
maneuver that is unique to this 
weapon. The Splat Dualies’ special, the 
Inkjet, is the Splatoon universe 
equivalent of those water-powered 
jetpacks seen at exclusive beach 
resorts. It allows you to propel your 
Inkling through the air and send 
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bursts of ink toward your targets — 
but also makes you into a very 
tempting target. Once your power’s 
run out, you’re sent back to the same 
location where you originally 
unleashed it. 

Along with the Inkjet, all the other 
special attacks will also be completely 
new for this sequel, and there will also 
be a few new sub weapons along with 
those that will be returning from the 
original Splatoon. 

Another new special is the pressure 
washer-based Sting Ray. It has an 
effect similar to the Killer Wail, but 
instead of being a blast of sound, it’s a 
concentrated beam of ink with the 
extra power of being able to travel the 
whole length of a level — and even 
penetrates straight through walls! 

The Splashdown special has two 
different effects: Your Inkling can leap 
into the air and land with an explosive 
burst of ink, or you can trigger it in 
midair during a Super Jump, making a 
huge splash with your landing. 

Yet another new special features 
two portable missile launchers, which 
house clusters of homing missiles 
ready to unload their liquid payload 
on unsuspecting enemy Inklings. 

There’s even a special that lets you 
make it rain — fire it in the air, and it 
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THE FREE TRIAL RETURNS! 


We may have to wait until later in the Summer for the full game to be 
ready, but just like the first Splatoon, Splatoon 2’s going to have a free 
trial in advance! The weekend of March 24-26 will have six different 
one-hour windows of playtime available, using a free demo provided 
through the Switch eShop. We’ll see you Squids online then! Woomy! 


will create a 
rain cloud of ink that will move slowly 
across the stage, drenching everything 
below. 

As for new sub weapons, the new 
Curling Bombs are a cross between a 
Roomba and a curling stone that leave 
trails of ink as they travel, ricocheting 
off obstacles and detonating after a 
set period of time. There appear to be 
upgrades to the Suction Bombs and 
the triangular Splat Bombs as well, 
including what appears to be a new 
launching mechanism for Bomb 
Rushes. 

Since we’ll no longer have the Wii u 
GamePad’s screen to consult during 
Turf War matches, a few changes have 
been made to the general interface. 
Jumping has shifted from X to B, as 
the X Button now calls up an on- 
screen map. By holding down a desig- 
nated direction on the D-Pad and the 
A Button, you can Super Jump to join 
an ally or back to the spawn point. The 
map’s cursor can also be manipulated 
using the Switch’s gyroscopic controls, 
so you can also choose a different 
location to Super Jump to. 

Another fan-demanded upgrade 
will be the addition of voice chat, 
which will be implemented through 
the Switch’s smartphone app. You'll be 


Е 


Press 8 while holding 
++ to Super Jump. 
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able to talk freely outside of battle 
with approved people on your friends 
list, and communicate with the other 
three members of your team while in 
the middle of a match. Gamechanger! 
The stages from the original 
Splatoon will also be returning, and 
some of them are likely to receive 
cosmetic changes and upgrades. One 
level shown in the trailer appears to 
be a new version of the original 
Splatoon’s Moray Towers, with the 
addition of the ink rails that were pre- 
viously only seen in Story Mode — 
great for traveling between platforms, 
but risky when enemies start targeting 
the globes at the end of the rails! 
Other levels that were seen during the 
initial trailer included a sports club 
dominated by a huge rock climbing 
wall and an empty concert stage. 
Aside from these discoveries, there 
are still a few questions yet to be 
answered. Will Splatfests return? Will 
content roll out post-release just like 
last time? Splatoon 2 single-player is 
still a mystery too. Ah, we can’t wait! 
Get ready to splat again! - REBECCA 
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АТ SONIC’S 25TH anniversary party 
back in July 2016, three new games 
were revealed to an eager group of 
fans: A Sonic expansion pack for LEGO 
Dimensions, Project Sonic 2017 and 
Sonic Mania. LEGO Dimensions was 
already on the Wii U, while Project 
Sonic 2017 featured a logo at the end 
of its trailer that indicated it'd be 
coming to the Switch (then still known 
just as the NX, of course). That just left 
Sonic Mania, which seemed to be 
coming to all major platforms except 
any from Nintendo. 

It was a curious omission, as the 
game could surely run on even the 
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weakest Nintendo platform at a 
quality comparable to the competi- 
tion. So why would Sega leave 
Nintendo out of all the fun? 

Well, in the end, they didn’t. With 
the proper reveal of the Nintendo 
Switch, so too came the same trailer 
for Sonic Mania as before, but for one 
tiny difference: the logo of Nintendo’s 
latest platform affixed snugly at the 
end. And with that, all was right in the 
worlds of Sonic and Nintendo. 

Sonic Mania is a throwback to the 
"Classic" era of the Blue Blur, when he 
was effectively competing head-to- 
head against Mario in a battle of plat- 
forming dominance. Sega’s attempted 
this before by collaborating with 


errs) 


= 


КӨРІН “1 


42 ISSUE #26: THE NINTENDO SWITCH LAUNCH GUIDE 


„9 


4 
wy 


Dimps for the Sonic Advance/Rush 
series and the two ill-received Sonic 
the Hedgehog 4 episodes (which 
apparently performed so poorly that 
they’ve opted to keep the cliffhanger 
ending open), but this time they’re 
teaming with a proven group of up- 
and-coming game developers. 

Sonic Mania is being developed by 
Christian "Taxman" Whitehead, 
Headcannon and PagodaWest Games. 
If those first two names look familiar 
to you, then you might already be 
familiar with their work creating new 
versions of Sonic the Hedgehog CD, 
the original Sonic the Hedgehog and 
Sonic the Hedgehog 2 for mobile 
devices (CD was also on Xbox 360 and 
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PlayStation 3). Rather than mere 
ports, the Taxman versions of those 
classic Sonic adventures were rebuilt 
from the ground up using a propri- 
etary engine and featured all sorts of 
new content, including Tails in Sonic 
CD, Tails and Knuckles in Sonic 1 and 
even a revival of Sonic Team’s aban- 
doned Hidden Palace Zone from Sonic 
2. Few would argue that they don’t 
know what they’re doing. 

And, having played the demo on 
the Nintendo Switch, it clearly shows. 
Graphically, the game is likened to the 
Genesis classics, though Taxman has 
stated that they’re going more for 
"Saturn-esque." Fans have lamented 
the over-reliance on boost pads and 
the abundance of bottomless pits in 
Dimps’ attempts at recreating the 
Genesis games’ feel, but Sonic Mania 
seems to have the physics-based 
gameplay and level design nailed. 

Sonic, Tails and Knuckles traverse 
zones both old-yet-revamped (Green 
Hill) and new (Studiopolis, Mirage 
Saloon), where fans of Sega will find 
Easter eggs aplenty. Old shields and 
abilities return as well, save for one — 
Sonic’s Insta-shield is gone, now 
replaced by a tricky-but-effective new 
"Drop Dash" that allows him to keep 
up his momentum when landing. 

The game is due sometime this 
Spring, and the Collector’s Edition that 
Xbox One and PlayStation 4 fans have 
had the opportunity to pre-order since 
last year is now available for Nintendo 
Switch as well. 

| can’t wait! This is like the Saturn 
Sonic we never got! — DAVID 


PREVIEWS 


FAST RMX REDOUT 


NINTENDO’S SWITCH PRESENTATION held many surprises, but one of 
the most welcome was the reveal of the next game in Shin’en’s FAST series. 
Previous installments in this series on Wii and Wii U brought us a lot of great 
racing action, fantastic graphical styles and a solid amount of content. FAST 
RMX upgrades its predecessors to hit 1080р and 60fps оп Nintendo’s new 
home console. After playing a demo myself, | can’t possibly be more excited! 

With the latest build, | got to see three tracks that will be available in the 
final version. The first track, Cameron Crest, sees you racing through a track 
high into the sky. There are easy turns and some weird futuristic environ- 
ments to explore. Another track, Tepaneca Vale, sees you traveling through 
diverse jungle environments. What makes this new track so intriguing is that 
there are constant branching paths, each with different rewards. You would 
find additional energy for your boost meter or a boost pad to instantly speed 
you up. It will be hard to stay on course for this one, though, as sharp turns 
abound in the Vale, apparently! 

The final track | got to go hands-on with, New Zendling, has been available 
in FAST Racing NEO on Wii U for a while now. As far as | can see, there aren’t 
any major differences between the Wii U and Switch versions of it. It looks 
slightly smoother on that big HD display, but outside of that, there’s no truly 
noteworthy differences. What was noteworthy was the control scheme, as 1 
played with the Joy-Con Grip. While it was doable, | can’t see myself playing 
this for real without a Switch Pro Controller. You have to make a lot of tight 
turns, which can only be achieved with optimal controls. The Pro Controller 
feels more free in that sense, which is why that would be my personal pick. 

FAST RMX seems like another great entry in this awesome series! I’m 
ready, Shin’en. Give it to me now! — DAAN 
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WHILE SHIN’EN HAS done a wonderful job offering Nintendo fans some 
suitable substitutes for the still-dormant F-Zero franchise over the past two 
console generations, Switch will see their lock on the futuristic racing sub- 
genre challenged by a new rival: 34BigThings, the developers of Redout. 

This is where things get difficult to describe and differentiate. When the 
FAST series had a solo stake to the "paying homage to F-Zero" claim, it was 
enough to simply explain Shin’en’s games as exactly that — F-Zero homages. 
Instantly, you could picture what you'd be getting in playing them. Now, 
though, we have to determine what it is that sets Redout apart from what 
FAST has already been doing! Plenty of you out there will probably want to 
choose one over the other, after all. 

FAST probably ranks ahead of Redout in a head-to-head comparison for 
Nintendo loyalists, chiefly because Shin’en’s games have been built specifi- 
cally for Nintendo’s hardware, while Redout is simply being ported over after 
having debuted on PC. One of its key selling points there was its compatibilty 
with VR headsets — you can probably imagine how a blisteringly fast racing 
game would be a truly psychedelic experience when viewed through virtual 
reality. 

But this Switch version won't һауе that capability, so it'll have to try to sell 
itself on pure speed — which is an area where it may be faster than FAST. It’s 
kind of hard to tell, really, as once you get up above a virtual 500 miles per 
hour, everything in the surrounding world just kind of becomes one huge 
motion smear. 

Both FAST RMX and Redout will arrive early in the Switch era, so | suppose 
мел! just have to try them both, then do a head-to-head review! — LUCAS 
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XENOBLADE CHRON 


Surprise! е an all-new sequel! 


IT WAS ALL but given that Monolith 
Soft, the RPG powerhouse behind the 
two Xenoblade Chronicles games, 


would already be in the midst of devel- 


oping a title for Nintendo’s new Switch 
— but few expected to see that project 
showcased during the console’s big 
reveal event this past January! Even 
fewer would have guessed that game 
would turn out to be Xenoblade 
Chronicles 2, the first numbered 
installment in the burgeoning series. 
That naming decision seems to 
suggest a return to the series’ roots 
after the more Westernized approach 
of Xenoblade Chronicles X, and from 
the footage we've seen of it thus far, it 
certainly looks closer to the original, 
with a stronger emphasis on fantasy 
elements (and some more overtly 
anime-inspired character designs) in 
place of the freeform, sci-fi tale told 
by the Wii U title. 


“SWITCH PUBLISHER: NINTENDO 
DEVELOPER: MONOLITH SOFT 


RELEASE: TBA 2017 


Despite these surface similarities, 
however, it’s unclear if Xenoblade 
Chronicles 2 will be a direct follow-up 
to the first title or a spiritual successor 
in the vein of X. The rolling fields and 
dense jungles featured in its debut 
trailer certainly call to mind the lush 
locales of the original Xenoblade, but 
there isn’t a familiar face among the 
cast — the few characters we meet in 
the video are entirely new. Likewise, 
the trailer gives us a glimpse at some 
races and areas that never appeared 
in the first title: In one clip, a new 
character (a young girl with cat ears) 
is seen riding through a jungle astride 
a large, white tiger, while another 
showcases two massive airships 
(technology that wasn’t present in the 
original Xenoblade) that seem to serve 
as one sprawling, floating city. 

Still, for all of the confusion sur- 
rounding its placement in the series, 
there are some elements in the trailer 
that suggest a direct connection to the 
first title – Nopon, the series’ adorably 


rotund race of merchants, can be 
spotted once again peddling their 
wares in a marketplace, and the 
walled settlement briefly seen at the 
start of the trailer bears a striking 
resemblance to the Homs’ colonies on 
the Bionis. But perhaps the most 
important link is the sword our new 
protagonist wields! While its design is 
considerably distinct from Shulk’s 
Monado (serrated and sleek compared 
to the first sword’s rounded, simple 
design), its color scheme is remark- 
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ably similar, and at one point it can 
even be seen emitting a blade of light, 
just as the Monado could. Moreover, 
one of game’s major new characters, a 
mysterious red-haired girl, is clad in 
armor that looks strikingly similar to 
the new sword. Could she be a mani- 
festation of the blade? 

There are so many unanswered 
questions, but hopefully we won’t 
have to wait too long to hear more; 
the game is slated (at least for now) to 
be released later in 2017. — KEVIN K. 
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FIRE EMBLEM WARRIORS 


YOU’D BE HARD-PRESSED to find 
me а series that | can’t just pick up 
and play and always feel great about 
more than the "Warriors" (Musou) 
franchise from Koei Tecmo. In a world 
where beat-’em-ups are too few and 
far-between, they manage to pump 
these games out, draw from multiple 
properties and still make them (for the 
most part) feel fresh. There are tons of 
new Musou projects in the pipeline — 
even an "All-Stars" game at this point 
— and one of those includes a Fire 
Emblem tie-in. At last, we get a chance 
to try out some of Fire Emblem’s most 
explosive characters and movesets 
outside of Smash Bros.! 

Slated for both the Nintendo Switch 
and Nintendo 305 later this year, this 
hack-and-slash will follow in the foot- 
steps of Hyrule Warriors as the next 
Koei Tecmo + Big N tie-in. Once again 


NINTENDO 
3DS SWITCH OMEGA 
FORCE & TEAM NINJA FALL 2017 
(WORLDWIDE) 


developers Omega Force and Team 
Ninja will . . . (forgive me) team up, 
and given how great it worked out for 
them with Zelda and Link, | couldn’t be 
more excited. 

It’s a good thing that the Fire 
Emblem series is one of the biggest 
Nintendo character factories to date, 
pumping out iconic warriors like Lyn, 
Xander and Ryoma. While they'll no 
doubt draw a lot from the recent 
Awakening and Fates titles, we can 
probably expect to see a lot of legacy 
picks too, as well as some characters 
from Fire Emblem Echoes: Shadows of 
Valentia, the upcoming 3DS remake of 
the series’ second game. 

The one and only confirmed char- 
acter so far is Chrom, from Awakening. 
Redemption for him missing out on 
being playable in Smash! 

Beyond that, we don’t have a lot of 
information right now — but there’s so 
much to speculate on! For one, amiibo 
support. Мете getting the Alm and 
Celica figures in May (the two sibling 


THE MAINLINE SEQUEL 


In а skillful read of the Fire Emblem fanbase — predicting the negative 
backlash that would have come had such an announcement not been 
made — Nintendo wisely confirmed in January that a traditional, main 
series sequel is also in development for the Switch and scheduled to be 
released in 2018. Had fans thought this spin-off Warriors game was the 


only thing on the horizon for Switch, they may well have rioted like the 
swarms of soldiers Chrom’s fighting off in these screenshots! 


heroes from Echoes), but there are 
also several other Fire Emblem toys 
already in play, including Marth, Roy, 
Ike, Lucina and Robin. Whether they'll 
unlock character-specific weapons and 
equipment or extra daily-use items is 
yet to be seen, but given the similar 
mechanic in Hyrule Warriors, it’s a 
safe bet. 

Then there’s the question of 
unlockable content. Diving into new 
builds, gear and characters over a 
hundred hours in is par for the course, 
but I’d love to see them really dig deep 
into their roster when it comes to 
endgame content, and even DLC 
(which Hyrule Warriors got lots of, 
including the rare Nintendo Season 
Pass). There’s a lot of Easter egg-type 
characters that are perfect for this 
type of thing, including the infamous 
Donnel (the villager who wears a pot 
on his head for a helmet). 

One big lingering question | have, 
though, is how the 3DS version will 
fare. Hyrule Warriors Legends was 


technically functional on the New 3DS, 
suffering from framerate drops that 
were ultimately playable — but the 
same can’t be said about older models 
of the portable. It was so bad that I’ve 
even go so far as to label Legends as a 
"New 3DS exclusive," a mistake | hope 
the developers don’t repeat again. 
This could be an especially conten- 
tious issue now that we’re moving into 
a new era of visuals with the Switch, in 
the sense that the 3DS could be at the 
end of its lifecycle when it comes to 
mirror-image ports — like Capcom has 
done in the past with the Monster 
Hunter series. | think more could be 
done to differentiate the two versions, 
but | hope most of that is aesthetic 
and not content-related. It still stings 
that a major feature (fairies) isn’t 
present in the Wii U version. 
Speculation and frets aside, it’s an 
exciting era for Fire Emblem. With 
more amiibo on the way, a remake and 
a mobile game launch, this series has 
finally arrived! - CHRIS 
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DRAGON QUEST HEROES І & 11 


WHILE IT WAS rumored in some 
leaked materials over the past few 
months, Nintendo and Square Enix 
have confirmed the impending release 
of Dragon Quest Heroes | & II for the 
Switch — at least in Japan. This game 
is essentially the Dragon Quest version 
of Hyrule Warriors and Fire Emblem 
Warriors, though Heroes has a little bit 
more of a story and RPG focus. Тһе 
sequel goes even further into that dis- 
tinction, as it features world explora- 
tion that’s more reminiscent of an 
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SWITCH 


actual mainline Dragon Quest experi- 
ence, setting it apart from developer 
Omega Force’s other work on Dynasty 
Warriors and its Nintendo-series 
brethren. 

On the Switch, this pair of games 
will come with all of the existing DLC, 
as well as some new content and char- 
acters, including Dragon Quest 1/5 
Malroth as a new boss. One of the new 
characters is Ragnar McRyan from 
Dragon Quest IV. In general, the two 
games should feel more similar, as 
efforts are being made to tweak the 
balance and difficulty to be more fair 
and consistent — elements of Heroes II 
will find their way back into Heroes І. 
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Both games will also make use of 
HD Rumble, as the Joy-Con will rumble 
in a manner representative of the 
enemy you're attacking. So, for 
example, attacking a Slime will feel 
like you're cutting through jelly, while 
a Golem will offer up a feeling like 
you're hammering а big rock monster. 

The downfall with this version for 
Switch is that it’s reportedly based on 
the PlayStation 3 release (the Р53 
versions have only come out in Japan), 
which is, naturally, less graphically 
impressive than the PlayStation 4 ren- 
ditions. That adds a little credence to 
the idea that the Switch isn’t quite on 
par with the PlayStation 4 power-wise, 
but could also just be a necessary evil 
of this duology being lined up for 
launch day in Japan. 


The first Heroes came out on 
PlayStation 4 in North America back in 
2015, and the sequel is due out on PS4 
in the West this Spring. For that 
reason, it’s seeming likely that this 
two-pack will head Westward in the 
future, but it probably won’t be 
announced until after the debut of 
Dragon Quest Heroes II in America and 
Europe. The Japanese version of this 
Switch game is actually due to release 
before Heroes II comes to PlayStation 
4! With the Switch being region-free, 
though, you could pick up Dragon 
Quest Heroes | & II at the system’s 
launch on March 3 — as long as you 
understand Japanese or are totally 
cool with not knowing what in the 
world is going on. Otherwise, we await 
localization information! - NEAL 
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DRAGON QUEST XI 


WHILE DRAGON QUEST ХІ still 
isn’t totally confirmed for a Western 
release, the launch of the new Square 
Enix RPG on Nintendo platforms — 
including the Switch and 3DS — should 
be a landmark for the series and 
Nintendo’s systems. The bold launch 
strategy also includes a PlayStation 4 
version! This will be the first time a 
mainline Dragon Quest game will 
come out on multiple platforms at 
launch, and this one is split across two 
distinct versions: a portable version 
on the 3DS and an HD version on the 
PlayStation 4. Both games purport to 
have the same story and content. 

As mentioned in the past, the 3DS 
version is uniquely designed to offer 
up a traditional 2D mode (think the DS 
remakes of Dragon Quest IV, V and МІ) 
as well as a more modern 3D mode 
(think the 3DS remakes of Dragon 
Quest VII and VIII). At the outset, you'll 
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see both displayed — one on the top 
screen and another on the bottom — 
and after a while, you’ll have to make 
the decision on which viewpoint you 
prefer. (However, Square Enix has 
noted you'll be able to switch at any 
point.) As of writing, it’s not 100% 
known which version will be available 
on Switch, though. Very likely, the 
PlayStation 4 version, in all of its 
gorgeous HD glory, will be the one 
that heads to Switch (it’s pictured 
here). There is also a chance, though, 
that the 3DS version is being planned 
to scale up to the Switch’s display. 

Like a lot of RPGs, Dragon Quest ХІ 
starts with a young adventurer coming 
of age in his hometown - in this case, 
a village called Ishi. But part of this 
hero’s quest involves the early realiza- 
tion that he’s actually the reincarna- 
tion of an older hero! It really seems 
like a Legend of Zelda and Link kind of 
situation. The story of Dragon Quest XI 
kicks off with this character leaving his 
hometown and setting out to discover 
the world. 
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Along the way, the hero teams up 
with others to build a classic Dragon 
Quest adventuring party. There’s 
Emma, his childhood friend who 
shares a birthday with him. There’s 
Camus, a blue-haired thief who gives 
off a real "Yangus from Dragon Quest 
VIII" vibe. There’s a flamboyant circus 
performer in a striped tabard, a white- 
mustached old merchant, a fierce 
martial artist and, well . . . a little girl? 
Looks like Little Red Riding Hood. 


No doubt each of them will bring a 
unique set of techniques into battle. 
And speaking of battles, that’s another 
unknown at the moment! Will they be 
entirely menu-driven and turn-based, 
or could they perhaps have a dynamic 
movement system in the mix as well, 
like the MMO Dragon Quest X? 

Clearly, there’s still much that we 
don’t know about Dragon Quest XI — 
but as it nears release later this year 
in Japan, we should find out more 
about both Nintendo versions, includ- 
ing whether or not this adventure is 
coming to North America and Europe, 
and when that might be! (Here’s 
hoping it’s "yes" and "soon.") — NEAL 


с са 2 
м — 
5 Ж” 
ба”? 
75%, ж 
ы 
Aye 2 
/ % 
2 2 
м сак 
A 2. y у T 
(% HR, 64; 


MARCH/APRIL 2017 


iN 
N 


One sardine for 20 hours of labor! 
That was our agreement! Now put your 
backs into it! Your soft, squishy backs! 


ENCORE APPEARANCES 


WHILE MOST OF the attention 
during any new console launch is 
rightfully directed toward all of the 
brand-new, totally original games 
made specifically for that new system, 
it’s just a reality of the industry now 
that the first year for any fresh piece 
of hardware will find itself filled with 
lots of leftovers, too. 

Wait, that analogy sounds bad... 

OK, how about, "the greatest hits of 
yesteryear are making encore appear- 
ances on the Switch?" Better? 

Listen, | know ports and remasters 
and "Definitive Editions" have gotten a 
little out of hand in the industry of 
late, but there’s plenty of reason to be 
excited to see several such games on 
the Switch in 2017. First, because it 
looks like lots of games that skipped 
Nintendo platforms the first time 
around are now jumping on board. 
Second, because it’s nice to get extra 
content and improved graphics in hit 
games! There’s a reason they were 
popular in the first place, and thought 


of well enough to earn another trip to 
store shelves (or, at least, the eShop). 

And lastly, the very nature of the 
Switch makes it exciting for any past 
game to be ported to it — because any 
game оп the Switch is instantly both a 
home console experience and a 
portable one! Yes, we’ve seen several 
of these games before. But how many 
have allowed you to play untethered 
to a TV? The power of the Switch is in 
its Handheld Mode, | guarantee it. 

But enough talk! To the games! 


RAYMAN LEGENDS: DEFINITIVE 
EDITION 

Though some unfortunate delays 
pushed the Wii U version of Rayman 
Legends several months deeper into 
2013 than we would've liked, the final 
result was worth the wait — it was the 
best edition of that game, complete 
with unique GamePad usage. That 
functionality will have to be axed from 
this new Switch version (which means 
it may not be as "definitive" as it says), 
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but hopefully new content and even 
more pristine visuals will help it live 
up to that subtitle. 


DISGAEA 5 COMPLETE 
What’s this? Disgaea is finally coming 
back to Nintendo? Praise NIS America! 
If you’re unfamiliar with Disgaea, 
you’ve got plenty of excuses — it’s 
been almost entirely a PlayStation- 
exclusive series but for a single outing 
on DS in 2008. Nintendo fans finally 
get to get back in on the strategy/RPG 
fun with a Switch release of the fifth 
numbered sequel, which originally 
launched on the PS4 in October 2015 
in the West. The "Complete" means 
мел! be getting all the PS4 DLC 
included from the start. Nifty! 


DRAGON BALL XENOVERSE 2 
Nintendo loyalists haven’t missed the 
Dragon Ball franchise entirely, as it’s 
been on the 3DS a couple of times. 
The home console games have been 
skipping the Big N for a while, though, 
so it’s nice to be back in the mix for 
those! Dragon Ball Xenoverse 2 will be 


the first of hopefully several releases 
in the series for the Switch — it just 
dropped on PS4, Xbox One and PC a 
few months ago, so we're not too far 
behind in getting it. It, of course, 
focuses on intense 3D battling. 


JUST DANCE 2017 

Also arriving on Switch just a few 
months after showing up elsewhere is 
the latest installment of Just Dance, 
which "а probably normally feel fine 
about ignoring, except that the motion 
tech enhancements built into the new 
Joy-Con controllers might really make 
a difference with how closely games 
like this can measure your arms’ 
accuracy of movement! 


THE BINDING OF ISAAC: 
AFTERBIRTH+ 

Its visual style is too gruesome for my 
taste, but millions of players have 
fallen in love with Isaac’s adventures — 
and after its checkered past with not 
being allowed to launch on the 3DS 
due to its religious themes, it’s nice to 
see Nintendo now so open to such 
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WORLD OF GOO 


content that publisher Nicalis has 
been allowed to give the game a 
physical cartridge release on Day 1! 


WORLD OF GOO, LITTLE 
INFERNO & HUMAN RESOURCE 
MACHINE 

It’s a terrific trio from the Tomorrow 
Corporation team! Human Resource 
Machine we just reviewed a little over 
a year ago when it hit the Wii U eShop 
- Jonathan gave it a 7.5 for its solid 
simulation of the life of a computer 
programmer. So a fair get for Switch — 
but it’s the other two that are bigger 
acquisitions. Little Inferno was a Wii U 
eShop launch title and divisively 
received, but more impressions were 
positive than negative (and it has a 
few wildly devoted fans that probably 
fainted when it was announced for 
Switch). And World of Goo? It was 
only the best WiiWare game ever 
made! Seriously, it got several 

perfect scores back in 2008. It is an 
excellent, goofy, gooey construction 
design that has you building bridges 
out of blobs. A simple idea beauti- 
fully executed, and it will be a joy to 
see it brought back to life in HD! 


MINECRAFT 
Nintendo’s not wasting any time this 


MINECRAFT: Wii U EDITION 


time. Minecraft is probably the hugest 
success story in modern gaming 
history — a true phenomenon played 
by millions upon millions of gamers all 
around the globe. 

It just wasn’t being played on any 
Nintendo systems until about a year 
ago! The Big N was way too slow in 
working out whatever behind-the- 
scenes arrangements needed to 
happen to get Minecraft on the Wii U, 
and not having the biggest game of 
the decade on your platform while it 
was on the competitors’ machines was 
just a major, major mistake. 

Well, no mistake this time. The 
block-built worlds of Creepers and 
Diamond Swords is confirmed to be on 
its way in Switch’s first year, along 
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with Telltale’s complete Minecraft: 
Story Mode series as well. Smart move 
this time. 


SHOVEL KNIGHT: TREASURE 
TROVE 

That’s the new subtitle that’s been 
given to the entire Shovel Knight expe- 
rience, as the game has grown far 
beyond its original scope! Yacht Club is 
just about to launch the game’s third 
campaign, Specter of Torment — and 
there’s more coming after that, too! 
They’ve rebranded the base game as 
"Treasure Trove" to reflect the fact 
that it’s become a whole collection of 
separate single-player experiences. 

Or, excuse me, co-op quests! 
Because the two-player feature once 
tied to tapping the Shovel 
Knight amiibo is 
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now a standard feature too. 

Yacht Club will sell Treasure Trove 
in the Switch eShop, but will also offer 
each individual campaign as a stand- 
alone download too. That’s a whole lot 
of Shovel Knight! 


MORE TO COME! 

This is only the beginning! Even more 
ports from past platforms are in the 
works for the Switch, and I’m sure that 
there are several publishers waiting to 
see how the launch goes before they 
decide to greenlight Switch versions of 
even more of their biggest hits. The 
Switch could become a catch-all for all 
of the industry’s best past games — 
the definitive system! — LUCAS 
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NINTENDO KNOWS THEY'VE struggled with sports. Serious simulations — 
those annual franchises adapting the professional leagues of all the most 
popular sports — have been absent from Nintendo’s systems for years now. 
The last time we saw an NBA 2K release, for example, was a version of NBA 
2K13 that shipped in November 2012 alongside the launch of the Wii U. 2K 
saw its poor sales, reconfirmed what they already knew about there being no 
sizeable audience for serious sports sims here, and kept subsequent sequels 
on PlayStation and Xbox platforms were sports fans actually can be found. 
Yes, Nintendo's systems have struggled to draw in sports fans for years - 
but it seems that Nintendo has recognized that fact, and they’re now acting 
decisively to correct the problem. We had our first hint of this strategy shift 
in last October’s Switch teaser video. In it, only a handful of gameplay video 
snippets could be seen — Mario Kart, Zelda, Splatoon. The first-party things 
you'd expect. What was unexpected, though, was an appearance by NBA 2K! 
2K Games has since come forward and confirmed that, yes, NBA 2K18 will 
launch for the Switch later this year, the same time PlayStation 4 and Xbox 
One owners get their regular annual sequels in September. It’s a victory for 
Nintendo! . . . Maybe. What will really tell us whether ог not sports gaming is 
truly back on Nintendo is if 2K comes out a year from now to announce that 
NBA 2K19 is coming to Switch as well. This one, like 2K13, must be a testing of 
the waters. 2K13 failed that test, so we went without NBA games for half a 
decade. If 2K18 falters as well, we can probably expect another drought. 
Success or failure may depend on whether or not the Switch version keeps 
up with the competing platforms’ editions visually — the screens here are 
from 2К17 оп PS4. Will Switch’s 2K18 be comparable? Or will there be а down- 
grade? If the latter, well, sports fans may have no reason to Switch. — LUCAS 
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FIFA 18 


BASKETBALL WON'T BE the only sport gauging the Switch audience for 
readiness to be brought back into the fold for annual sequels, and 2K Games 
won't be the only company — Electronic Arts is going to give Nintendo 
another chance as well, with a new sequel in their on-going FIFA soccer 
series. During the Nintendo Switch Presentation 2017, EA Worldwide’s 
Executive Vice President, Patrick Söderlund (who appeared to be about eight 
feet tall standing next to Bill Trinen) took the stage. He professed his love for 
Nintendo’s platforms, sharing a bit of an awkward story about how he and his 
wife had given their son the middle name "Luigi." (1 confess, | considered it 
for my boys too.) Finally, Patrick declared that EA Sports would be releasing 
"EA Sports FIFA for Nintendo Switch" later in 2017. 

... Um, hooray? That weird placeholder title didn’t inspire а lot of immedi- 
ate confidence. EA’s Peter Moore spoke up more recently to clarify that the 
Switch game will actually be called FIFA 18, but the damage had already been 
done — Nintendo fans have quickly resigned themselves to the likely reality 
that whatever it’s named on Switch, it won’t be equitable with what other 
platforms’ FIFA 18 editions will offer. 

Just like the NBA 2K series, FIFA had one game released for Wii U back at 
that system’s launch. But unlike NBA 2K13 (which was pretty great on Wii U), 
FIFA 13 was not comparable to its PlayStation and Xbox editions — they had 
the same name, but they were not the same game. Wii U’s FIFA was based on 
the older FIFA 12, tweaked just a bit for a handful of GamePad gimmicks. 

Hope is not lost yet, though, as Peter also confirmed that development of 
the Switch version is being handled by the same team tackling all the others, 
at EA Vancouver. That means it has the best chance of being a visual and 
content match for the others as possible — so don’t write it off yet. 

So will sports fans flock to Switch? If Switch versions match the competi- 
tion’s editions, | don’t see why пої! Let’s hope it happens! — LUCAS 
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SHIN MEGAMI 
TENSEI 


WHILE PERSONA HAS eclipsed Shin Megami Tensei in the eyes of many, 
ІЛІ never forget about the core series. The former is popular for its focus on 
personal relationships, but the latter often brings multi-layered plotlines 
along with it, with a heavier emphasis on Pokémon-like demon collecting. 

Although Atlus has been known for favoring Sony platforms in recent 
years (Nocturne, the best in the series, was even on PS2), especially for 
Persona, they’ve been staying really close to Nintendo for SMT. Ever since 
Strange Journey back in 2009, they’ve remained loyal to Nintendo’s portable 
line, with the most recent entry, Apocalypse, having arrived just last year. It 
turns out yet another game is planned, but this time for a Nintendo console — 
an unnamed Shin Megami Tensei title on the Switch. 

Just like that, within minutes, the Switch had clout. Developers all over the 
globe, even ones who had previously focused just on the portable side of the 
table, came out of the woodwork to showcase the amount of effort (and cash) 
Nintendo was putting behind the Switch. 

The bad news? We don’t really know anything about this new mystery 
project. We know it’s for the Switch, it’s probably an RPG, and that it’s literally 
just called "Shin Megami Tensei Brand New Title" at the moment. Right now 
Japan is confirmed, but a localization isn’t on the table just yet (odds are it'll 
happen, as Atlus brings nearly everything over). 

Even more so, we don’t know if it’s a continuation of an existing game (like 
Apocalypse was) or a standalone entry, or if it’s even a "core" SMT experi- 
ence. Furthermore, although it was confirmed for the Switch, the phrase 
"exclusive" hasn’t been uttered yet by Atlus. But either way, I’m excited! The 
SMT games tend to be darker than the average JRPG, and if Atlus did it on DS 
and 3DS, they can make the magic happen again on the Switch. — CHRIS 
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PROJECT OCTOPATH 
TRAVELER 


TOMOYA ASANO HAS a penchant for bizarre titles. The Square Enix 
veteran is most recognizable for overseeing development on Bravely Default 
and its sequel Bravely Second: End Layer, two bold new 3DS RPGs that 
charmed gamers with their lush visuals and classic gameplay (and befuddled 
them with their nonsensical monikers). For Nintendo’s newest console, Asano 
and his team are moving beyond the Bravely series for a new, though just as 
oddly named, role-playing adventure: Project Octopath Traveler. 

Like Bravely Default before it, Octopath Traveler is a decidedly retro- 
flavored RPG — though that’s about the extent of their similarities. Aside from 
their old-school sensibilities, the two titles offer a radically different vision of 
classical RPGs, right down to their visuals. Where Bravely Default used a 
painterly aesthetic to bring its world of Luxendarc to life, Octopath Traveler 
features a more retro-inspired look, with pixelated characters roaming about 
three-dimensional environments. It’s a striking visual contrast that makes the 
game look like a virtual diorama (imagine an SNES RPG splayed out like a 
pop-up book and you'll have а good idea of how Octopath Traveler looks in 
motion). In fact, it’s ironic that the game isn’t in development for 3DS, as its 
unique art style seems tailor-made for the handheld’s stereoscopic effects — 
but even so, Octopath Traveler is one of the most visually arresting games for 
Nintendo’s nascent console. 

Another area where Octopath Traveler diverges from Bravely Default is its 
approach to narrative. While the game’s actual plot is still very much 
shrouded in mystery, players will have much greater agency in determining 
the course of their adventure - a clear throwback to the days of pen-and- 
paper RPGs. Whether this means the game will feature multiple paths to 
follow (as its title implies) or something more freeform remains to be seen, 
but this looser structure ensures each player will have a unique experience. 

Octopath is certainly unorthodox, and it’s got our attention. - KEVIN K. 
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ULTRA STREET FIGHTER II: 


THE FINAL CHALLENGERS 


STREET FIGHTER AND Nintendo 
haven't always played nice together. 
Though Super Street Fighter IV: 3D 
Edition was a 3DS launch title, we 
haven’t seen a game carrying the 
Street Fighter name on a Nintendo 
home console (barring Virtual Console 
re-releases) since Street Fighter Alpha 
2 for the SNES in 1996! Street Fighter 
Alpha 2 was also historic in that it 
marked the first appearance of Evil 
Ryu, a powered-up "Dark Side of the 
Force" alternate take on the fran- 
chise’s leading man. Sadly, Evil Ryu 
was cut from the SNES port of the 
game — presumably due to lack of 
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storage space. First a butchered port, 
and then Street Fighter abandons 
Nintendo home systems entirely? Talk 
about a one-two punch! 

Then came 2015 and the shocking 
announcement of Ryu as DLC for the 
latest Super Smash Bros. Rumor has it 
that the talks between Nintendo and 
Capcom that led to Ryu in Smash also 
brought on the development of Ultra 
Street Fighter ІІ: The Final Challengers 
— a Switch launch window exclusive! 
This time, Evil Ryu even managed to 
make the cut, alongside a nasty new 
friend! Violent Ken, who first appeared 
in the odd offshoot SNK vs. Capcom: 
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SVC Chaos, is а brainwashed, super 
strong version of Ken Masters, Ryu’s 
longstanding rival. Ultra Street Fighter 
ІІ marks the debut of both of these 
tough-but-mean variants in the Street 
Fighter II branch of the franchise. 

Evil Ryu and Violent Ken are the 
only new fighters confirmed for Ultra 
Street Fighter ІІ so far, with the 
majority of the game’s roster coming 
from Super Street Fighter II Turbo HD 
Remix, a redrawn, re-balanced, high- 
definition revamp of the classic fighter 
first released on PS3 and Xbox 360 in 
2008. The graphics for that remake 
were created by Udon Entertainment, 
the same folks who've kept Street 
Fighter comics in print for over 20 
years. Though their art looks amazing 
in still images, it doesn’t always look 


АР 36600 ONI 
Ж] 


50000 2P 


SWITCH CAPCOM 
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right in motion. Thankfully, Ultra 
Street Fighter II has the option to 
revert to "Classic Graphics" mode, 
making for a pixel-perfect recreation 
of Super Street Fighter II Turbo’s look 
from 1994. The gameplay remains 
classic either way, but with a few new 
mechanics — such as grapple breaks 
and the return of "Dramatic Battle" 
mode, which allows two players to 
fight cooperatively against опе A.l.- 
controlled opponent. 

Online play has been confirmed, 
but as we now know, that won’t be а 
free service on Switch for long. Local 
play may end up being the more 
popular choice in the long run, as it 
makes great use of the Switch’s abili- 
ties as a portable, multiplayer-ready 
console. You can take your Switch out 
and about, detach your Joy-Cons and 
strike up a round with anyone, 
anywhere. Who knows? Maybe you'll 
even invite a random passerby to a 
match, like how we old folks used to 
compete against local strangers in 
arcades, all those years ago. 

Street Fighter series producer 
Yoshinori Ono has teased some new 
modes for Ultra Street Fighter 11, but 
that mischievous scamp wouldn't tell 
us what there are yet. Blink and you'll 
miss it, but there may be a glimpse of 
one of them in the game’s announce- 
ment trailer. It looks like some kind of 
First-Person Shoryuken (FPS?) mode, 
not unlike the long-distance fisticuffs 
seen in ARMS, Nintendo’s own Switch 
launch window fighter. We’ll surely 
learn more soon! 

It’s clear that Capcom is using this 
game to re-gauge interest in the series 
among the Nintendo faithful. Let’s 
hope it does well enough to keep 
Street Fighter on the Big N’s consoles 
for years to come! — JONATHAN 
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TRAVIS TOUCHDOWN’S 
NEXT GAME 


IN 2007, THE Wii was widely known for its family-friendly image and first- 
party titles. Then along came Travis Touchdown, who dared to defy both of 
those trends. That defiance led to over a million copies sold for No More 
Heroes, his debut title, proving that punk rock and surreal, M-rated action 
games were not dead on Nintendo consoles. 

I've been lucky enough to talk with Suda51, founder of Grasshopper 
Manufacture and creator of No More Heroes, many times since Travis first 
rocketed him to stardom, and never once has his love for the series wavered. 
One year, he told me with steely-eyed confidence that Shinobu, Travis’ bionic 
ninja sidekick, would star in No More Heroes 3 on the Wii U. Those plans 
eventually fell apart, though through it all, Suda never stopped reassuring 
me that Travis would be back. 

But we didn’t expect him to be back this soon! During the Nintendo Switch 
Presentation 2017, Suda took to the stage to announce that Travis would be 
touching down on the Switch! In his usual cryptic style, Suda warned us not to 
assume that this upcoming game would be called No More Heroes 3, but he 
did make it clear that he’s writing and directing it himself — something he 
hasn't done since the original No More Heroes. 

The HD Rumble on the Switch’s Joy-Cons will play a role in the action as 
well, with gameplay that’s "heavily influenced" by pro wrestling. (Anyone who 
remembers the suggestive, motion-controlled beam katana charging 
mechanics from Travis’ previous adventures can guess where this might be 
going.) Development has just started, though many of the new bosses have 
already been designed, and Suda’s already gushing about how much he loves 
them. The project’s art team includes Fire Emblem’s Yuusuke Kozaki, as well 
as some currently unnamed indie devs. In 2015, Suda said he wanted to col- 
laborate with Dennaton, creators of Hotline Miami, so | wouldn’t be surprised 
if that’s who he’s hinting at. Or he may mean the creators of Shovel Knight, or 
even Flappy Bird! With Suda, always expect the unexpected. - JONATHAN 


SWITCH UNKNOWN GRASSHOPPER MANUFACTURE & 
SOME AS-YET-UNKNOWN COLLABORATORS TBA 
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THE ELDER SCROLLS V: 
SKYRIM 


THE ORDEAL OF bringing The Elder Scrolls V: Skyrim to the Switch has 
been a bizarre twist of events — almost like Nintendo is holding Bethesda 
hostage and forcing it to happen. The publisher has been mum on nearly 
every single detail, even in this post-Switch reveal event world. We know it 
exists, and that it’s coming this year. But beyond that, we don’t know much 
else. 

Having said that, we know a lot about Skyrim itself. Released back in 2011, 
| can vividly recall the day it came out, as | went to the midnight GameStop 
pre-order event and subsequently took off work, and stayed up the entire 
night/day until | finished it. The campaign was short, sure, but the hundreds 
of hours that followed sure weren’t. Bethesda’s devs, despite their faults 
when it comes to creating glitchy sandboxes, still know what they’re doing. 

There’s a near limitless amount of builds and choices to try out, leading to 
a multitude of new playthroughs to test everything, and the world itself is 
filled to the brim with things to do. From 10-hour-long sidequest storylines 
like the Thieve’s Guild or the Brotherhood of Assassins, to the Easter egg-type 
adventures that one or two people found and put on YouTube a week after 
release, it’s going to be the perfect game to take on the go with you on the 
Switch to finish a quest here and there. 

There is one big "what if" at the moment though — mods. A huge staple of 
the PC edition, Skyrim fans have been creating their own custom quests, 
scripts and voicework for years, leading to multiple "expansion"-sized mods 
that add a whole new dimension to the game. These creations have been 
ported to the other console versions (albeit with fewer restrictions on Xbox 
One due to some trouble from Sony) in a limited fashion, but there’s nothing 
concrete on whether or not the Switch version will get them too. 

With Nintendo’s general stance against mods it might not happen, but 
then again, they’re a lot more open than they have been in the past with their 
mobile arm and even the Minecraft partnership, so stay tuned! — CHRIS 
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UPER MARIO ODYSSEY 


THERE’S NO DOUBT that Mario gets 
around town, in a manner of speaking. 
He go-karts, competes with Sonic at 
the Olympics and dashes through the 
Mushroom Kingdom on a regular 
basis. This red-capped plumber is a 
man of many talents! 

Even so, seeing Mario pop upina 
metropolitan area — complete with 
taxis, skyscrapers and realistic-looking 
humans - is quite the trip in Super 
Mario Odyssey. You might even think 
this new 3D Mario game for the Switch 
has gone full Grand Theft Auto! 


But don’t worry, the whimsy and light- 
hearted nature of the series is still 
here in spades. 

The NYC-inspired New Donk City 
serves as the introductory setting for 
Super Mario Odyssey. It’s a bold move 
by Nintendo! Instead of showing the 
mustached mascot hopping through a 
familiar Mushroom Kingdom locale, 
the reveal trailer jumps right out with 
a big first impression. 

This is brand-new ground for the 
franchise. Mario’s short stature stands 

out next to "real" humans, 


all clothed in dapper fashions from the 
mid-20th century, іп а busy downtown 
setting. Question Blocks act as street 
signs. Koopa Troopas and Goombas 
are nowhere in sight! 

Needless to say, New Donk City is 
divisive. But as someone who loves it 
when Nintendo shakes things up, 
Super Mario Odyssey looks like a 
breath of fresh (city) air. 

Plus, the game isn’t just looking 
forward - it’s building off the past as 
well. Mario creator Shigeru Miyamoto 
explained on Nintendo Treehouse Live 
that this adventure is geared toward 
core gamers, like Super Mario 64 and 
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Sunshine before it. This is a conscious 
decision by the developers, and a 
natural swing back after the more 
accessible Super Mario 3D World. 

As such, Super Mario Odyssey will 
offer a sandbox-style experience. 
Miyamoto stated special attention has 
been put on the 3D camera, hopefully 
hinting at more exploration within the 
game. Super Mario 3D World offers 
pretty linear levels, while older games 
like Sunshine let you loose in wide- 
open areas. Fingers crossed for the 
latter. 

Hub worlds seem primed for a 
return as well. Nintendo has relied on 
point-to-point overworld maps lately. 
It’s true those helps players jump 
straight into the action, but part of 
Mario’s appeal is just messing around! 

With The Legend of Zelda: 
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Breath of the Wild already giving us 
plenty of ways to get lost, it wouldn’t 
be surprising to see the same freedom 
presented in Super Mario Odyssey. 


Because there will be tons of travel- 


ing, with Miyamoto mentioning that 
Mario will go all over the place! So 
along with New Donk City, Nintendo 
showcased a handful of gorgeous loca- 
tions in Super Mario Odyssey. There’s 
the Mexico/Day of the Dead-inspired 
level, with bright colors and a desert 
setting. There’s a lush forest, featuring 
waterways and gigantic trees. There’s 
a food-based world, where Hammer 
Bros. wear chef hats and launch pans 
at you. (On the plus side, Mario 
befriends sentient forks there too.) 

What’s more, Super Mario 
Odyssey’s varied scenery sees time- 
of-day changes. Night falls upon New 
Donk City and the desert, changing 
what’s found in each. ІРІ! be intriguing 
to see if these shifts happen in real 
time or signify set instances for par- 
ticular challenges. For instance, one of 
the bosses unveiled is a mechanical 
centipede creature that’s crawling on 
top of a skyscraper under a full moon. 
This encounter would obviously lose 
some of its impact under brighter, 
blue sky conditions. 

Now, Mario isn’t alone to take on 


these enemies — he’s got a friend 
along for the journey, and it’s not Luigi 
or Toad. Nope, instead his famous hat 
has apparently come to life in Super 
Mario Odyssey! The cap has eyes and 
some sweet moves. Mario can fling it 
forward and then bounce off its brim 
to reach new heights — or he can hop 
on the cap as a halfway point over a 
long gap. Nintendo surely has other 
ideas in mind as well. Don’t be sur- 
prised to see Mario hurling his hat to 
fight foes, hit blocks and snag coins. 

The iconic red hat probably isn’t 
the only accessory for our favorite 
plumber’s head either. Super Mario 
Odyssey’s announcement trailer high- 
lights a "Crazy Cap" shop more than 
once. The boutique is bound to offer 
various lids, and who knows how far 
Nintendo will dig into the past? Case in 
point: Super Mario 64 played around 
with Mario switching hats before with 
the Wing, Metal and Vanish Caps, all of 
which granted him new powers. 

Flight has played a major role in 
the franchise, dating back to Super 
Mario Bros. 3 — so the Wing Cap seems 
like a favorite for showing up in Super 
Mario Odyssey. But maybe Nintendo 
will switch things up? Perhaps the 
Propeller Mushroom power-up will 
inspire a propeller-equipped beanie? 
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As for the Metal and Vanish Caps, 
they seem less likely to return. It’s also 
doubtful Nintendo revisits the Luigi 
and Wario caps from Super Mario 64 
DS. Those two lids let you transform 
into their respective characters. (If 
Super Mario Odyssey does borrow that 
concept, by the way, Waluigi deserves 
his due.) 

We can’t forget about two other 
main characters, however. Bowser and 
Peach will both appear — unhappily 
together — in Super Mario Odyssey. 
Once again, King Koopa has kidnapped 
the princess, with intentions to marry 
her this time. He’s even all decked out 
іп a striking white suit! And guess 
what? Bowser also has a stylish top 
hat, tossing it toward Mario at one 
point. That means the plumber 
probably isn’t the only one with an 
exceptional cap. 

In fact, there’s a rascally crew of 
rabbits with notable headgear who 
appear in Super Mario Odyssey. The 
furry foursome look like Bowser’s new 
underlings. This possibly means they'll 
replace the roles of the Koopalings for 
the new game, which would be a 
welcome change. The white rabbits 
are goofy, made up of three guys and 
опе gal, but they'll probably get 


serious when trying to stop Mario. 

Their inclusion also may tease the 
return of Bunny Mario, who debuted in 
Super Mario Land 2: 6 Golden Coins. 
(It’s known that the best way to fight 
long-eared rabbits is with a long-eared 
Mario.) But keep in mind Bunny Mario 
also was a flight-based power-up, so 
maybe Nintendo will revise the item if 
it’s included with the Wing Cap? 

Now in addition to his hat(s), Mario 
has a few other tricks up his sleeve to 
take on Bowser, the rabbits and any 
treacherous environments: his long 
jump and triple jump are back; he can 
wall jump up skyscrapers; and new to 
the mix, he can roll down hills in a ball 
like his Blue Blur buddy! (Who knows if 
this move is similar to Mario’s slide 
from the sidescrolling series or some- 
thing more versatile this time.) 

No matter what, we do know Super 
Mario Odyssey is going in fresh new 
directions. Whether it’s New Donk City 
or his magical hat, Nintendo’s main 
man is busting out in a big way on the 
Switch. But he’s also building off the 
foundation of the past. The game obvi- 
ously shares a framework with 64 and 
Sunshine. How strong those connec- 
tions are remains to be seen, but we 
can’t wait to find out! - EVAN 
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SUPER SMASH BROS. FOR Wii U 


PRETTY WILD LAUNCH lineup, eh? 
While some fans have bemoaned the 
fact that there aren’t more heavy 
hitters loaded into the Switch’s first 
days, it’s undeniable that the entirety 
of 2017 is looking incredibly solid. And 
we haven't even seen everything that’s 
in the works! There are still several 
games rumored to exist — they’re just 
unrevealed for the moment. Nintendo 
has to hold some cards back to play at 
E3, after all! Let’s look at a few we 
have good reason to believe are real. 


SUPER SMASH BROS. SWITCH 

We first reported on the rumors of 
"Super Smash Bros. NX" one year ago, 
and it seems like even more of a inevi- 
tability now. We'll get the Wii U Smash 
with all its DLC characters in tow, a 
few new faces on top of that and, at 
last, a finished amiibo line. That’s why 
they’ve been holding Cloud, Bayonetta 
and Corrin’s figures back! 


POKEMON STARS 

We mentioned the possibility of a third 
version of Pokemon Sun & Moon on 
the Switch in our last issue, and 

if it does end up happening, you 
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may very well see the sinister-looking 
Necrozma (pictured below) as its cover 
art star. That’s because, on the back of 
his head (not pictured below), there’s 
a telling star-shaped emblem. He’s a 
mystery in Sun & Moon as it is, and 
Stars would fill in his story for sure. 


PIKMIN 4 

This one isn’t so much a question of if, 
but when: Mr. Miyamoto has stated on 
more than one occasion that a fourth 
Pikmin is in the works. He even said it 
was "very close to completion" a year 
and a half ago! Seems like it’s just 
being held back for the 

best possible moment. 

Could we see it finally 

unveiled officially at 

this year’s E3? Or even 

before that? 
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MOTHER 3 

| hesitate to reopen an old wound, as 
any fresh hope feels like salt at this 
point — but the strong rumor that 
Mother 3 would finally be localized on 
Wii U last year clearly didn’t come to 
fruition, and the thinking is that the 
Big N wisely decided not to waste the 
release on a dying system. Instead, it’s 
now Said Mother 3 will be one of the 
big titles helping to launch the Switch 
eShop in its first year. Fingers crossed, 
one more time. 


BEYOND GOOD & EVIL 2 
A sequel to the GameCube cult classic, 
Beyond Good & Evil 2 was in devel- 
opment, then it wasn’t, then it 
went silent for half a decade 
— and now it’s back on 
again. Rumor has it that 
it’s been revived іп а 
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FOUR TYPICALLY GOOFY RABBIDS 


Bayonetta 2 kind of situation, with 
Nintendo stepping in to help fund and 
publish it in exchange for it coming 
exclusively to Switch. Hopefully we'll 
hear more soon! 


A MARIO/RABBIDS RPG 

And I’ve saved the wildest for last: 
According to several different sources 
(and more than a few heavy-handed 
hints directly from Ubisoft), Mario is 
going to be starring in a new RPG — 
along with the wild, screaming Rabbid 
characters. Titles thrown out there 
include "Mushroom Kingdom Battle," 
as it’s said the story will center on 
Mario fending off an invading force of 
corrupted Rabbids trying to roll over 
Princess Peach’s turf. Rather than а 
Paper Mario- or Mario & Luigi-style 
RPG, though, it’s supposedly going to 
be more of a strategy RPG, focused on 
tactical unit placement. Wacky! 

Are these games real? Are they all 
figments of someone's imagination? | 
hope not! They all 
sound great! 

— LUCAS 


SUPER MARIO 64 
N64, 1996 


Гуе shared this same story before (along with this same screenshot), back in Issue #13, when we discussed 
games that were defined by their stunning, never-before-seen art styles. But | thought a second look at 


Super Mario 64 was warranted here, this time reflecting on its role as a Day 1 launch title for the 
Nintendo 64. Has any other launch title ever made so much of an instant visual impact? | remember my 
first moment seeing it in motion with perfect clarity – strolling into а Best Buy іп mid-1996 and seeing 
it there, prominently displayed on the biggest screen they had, set up near the ceiling so anyone in the 
store could turn and catch a glimpse. What sorcery was this? Mario, in three dimensions? I’d seen the still 
screenshots in Nintendo Power before then, but still, seeing it all moving blew my mind. 

| suppose it may be a difficult moment to imagine if you’re younger and 3D gaming has always been a 
part of your life. But just try to picture what it must have been like for us older Nintendo fans, who'd 
grown up for years playing nothing but the 2D 8-bit and 16-bit games that are all “retro” today. The 
flying triangles of Star Fox and even the early 3D stuff on Sony’s PlayStation hadn't prepared us for the 
full camera control and free exploration of Mario’s leap into the third dimension! 

I'd say that Super Mario 64 is the most impressive launch title Nintendo’s ever presented .. . but | say 
that knowing The Legend of Zelda: Breath of the Wild could very well change my mind mere days from 
now. What about you? Which would you pick? Turn the page and we'll review the choices! - LUCAS 


THE HISTORY OF NINTENDO 
HARDWARE LAUNCH LINEUPS 


How does the selection for the Nintendo Switch debut compare to past systems’ Day 1 offerings? 


FIRST IMPRESSIONS MATTER. 

As the Nintendo Switch nears it debut, its features 
as a piece of hardware have been under plenty of 
scrutiny. More so than with past platforms, in fact, 
seeing as how its changeable nature is so different 
from "normal" console launches before. But even 
with everyone weighing in with their thoughts on the 
merits of the Joy-Con controllers and the power 
under the hood of the Switch itself, no hardware dis- 
cussion can match the fervor of that age-old debate: 
"Is the software lineup any good?" 


Yes, it seems like everyone gets absolutely 
obsessed over which games will be available and 
when, as if a system’s entire hope of success hinges 
on whether or not enough killer apps accompany it to 
retail store shelves for its very first day on the 
market. It seems silly, right? 

And yet . . . might there be some truth to that, 
too? First impressions do matter, and systems that 
get off to a strong start with a slate of absolutely 
great games from the very beginning must certainly 
be in a better position for lasting success, right? 


It’s an argument that has merit on both sides of 
the equation, and гел! simply have to wait a while to 
see if the Switch Day 1 lineup of The Legend of Zelda: 
Breath of the Wild, 1-2-Switch, Super Bomberman R, 
The Binding of Isaac: Afterbirth+, | Am Setsuna and 
more will be enough to springboard its sales into the 
stratosphere from the start. As fans debate whether 
or not that lineup is good enough, though, | thought 
we could offer you all the benefit of some historical 
context! Here, for your consideration, is a review of 
past Nintendo systems’ Day 1 lineups! — LUCAS 


NINTENDO ENTERTAINMENT SYSTEM 


KICKING THINGS OFF is the legendary NES 
launch. | wrote an entire book on this most 
important and impactful event once — it was an 
absolutely fascinating and radically bold entry 
into a market that didn’t really exist any more! 
The video game industry had crashed hard in the 
States in the early ’80s, and retail stores had 
been burned the worst, stuck with bins full of 
garbage games for the Intellivision, ColecoVision 
and Atari 2600 consoles. Store managers had no 
interest in picking up and promoting yet another 
video game machine from a mostly unknown and 
unproven Japanese company, so Nintendo had to 
craftily rebrand theirs as an "Entertainment 
System" to pry their way into America. "It’s a 
toy!" they said, while pointing at R.O.B. the robot 
and the Zapper light gun. The video game part of 
the package was downplayed. 


And it worked! A single-location launch took 
place in New York City on October 18, 1985, as 
Nintendo was given one chance to show off just 
what made their 8-bit NES different from all the 
failures that came before. 

While R.O.B. and the Zapper opened the doors, 
it was the lineup of games that sold the systems 
to customers. Nintendo brought forth Excitebike, 
the most dazzling motocross racing game ever 
seen — complete with a feature to let you create 
your own racetracks! They had Ice Climber, a 
competitive two-player challenge that let friends 
and family members face off against one another 
at the same time. Their versions of commonplace 
sports games like Baseball, Tennis and Golf were 
far and away more impressive visually than any 
renditions of those same sports on earlier game 
machines. 


And then there was the true masterpiece, and 
one of the greatest video games ever made: the 
original Super Mario Bros. Now, weirdly, it’s not 
confirmed whether or not Super Mario Bros. was 
actually there and available for purchase in New 
York on that fateful October 18 or if it didn’t 
become available until later on, in 1986, as the 
system rolled out nationwide. (You’d think 
someone who was there that day would be able 
to confirm it one way or another, but alas.) Even 
if Super Mario Bros. wasn’t on sale until a few 
months later, though, it’s still the game that sold 
the system the most in its early years, as no one 
had ever seen such a complex sidescrolling plat- 
former adventure before! The NES went on to 
enjoy fabulous success, entirely reviving the dead 
video game market in America. The industry we 
know today wouldn’t have existed without it! 


Nintendo, 


5 
ag 
= 
О 


= 


= 
= 
ЕШ 


--) М 

АХ 
Mario's back for ВИ 
best adventure yet! 


GAME BOY 


THE IDEA OF a new piece of video game hardware 
needing just one truly defining killer app at launch 
may be able to be traced back to the original Game 
Boy, as Nintendo’s debut handheld arrived hand-in- 
hand with that most masterful of puzzlers imported 
from Russia, Tetris. 

Super Mario Bros. got into a lot of homes as a 
pack-in game with early NES sets, but the Day 1 NES 
boxes didn’t have Mario in them. Tetris, though, was 
included as the free pack-in product with every 
purchase of a Game Boy, so absolutely every early 
adopter owned it! (It was years before it was sold 
separately, in the standalone box pictured here.) 
Tetris was a perfect match for the portability of the 
Game Boy, and Tetris fever swept the nation as 
millions of people got their first experience with 
playing games on the go. Everyone was obsessed 
with clearing lines away, and waiting for the long 
blocks to score four at once! 

Tetris wasn’t alone on Game Boy’s Day 1, though, 
as it had strong support from Super Mario Land, a 
unique portable Mario platformer that successfully 
shrank the plumber’s appeal down to a smaller size. 
As with the NES launch, sports titles helped round 
things out: Both Baseball and Tennis were in atten- 
dance once again. And then the fifth and final Day 1 
title was the accessible Breakout clone, Alleyway, 
which was playfully packed full of Mario cameos! 


SUPER NINTENDO ENTERTAINMENT SYSTEM 


HAVING SEEN THE incredible sales success 
spurred on by later NES bundles packing in Super 
Mario Bros. for free and then Tetris replicating 
the same feat, Nintendo wisely launched the new 
Super NES in August 1991 with the stellar Super 
Mario World riding right along in the box. It 
marked, at the time, a major visual leap over and 
above what we’d become accustomed to on the 
8-bit NES. Even Super Mario Bros. 3, which had 
only just arrived in North American stores a year 
and a half earlier in February 1990, paled in com- 
parison to the new, vibrant, crazily more colorful 
16-bit worlds Mario explored in this all-new World 
— it was our first transition to a new console gen- 


eration, and we loved it! 

For as inviting and appealing as Mario and his 
new pal Yoshi were, though, the true eye-popping 
moments came through Super Mario World’s 
first-party companion games, Pilotwings and 
F-Zero. Both of them employed a new graphical 
technique called Mode 7 that allowed them to 
achieve a kind of faux 3D effect, spinning a back- 
ground layer graphic around to create the illusion 
of depth and distance. For F-Zero, Mode 7 
allowed for a sense of screaming speed the likes 
of which had never been seen before in gaming, 
while Pilotwings impressed with a more mellow 
pace and as realistic a flight sim experience as 


consoles could allow at the time. 

| don’t have room to show off all the boxes for 
all the launch games I’m discussing on these 
pages, otherwise | would have also included the 
sensational Gradius III here as well — it and Will 
Wright’s simulation genre juggernaut SimCity 
completed the array of five titles available to Day 
1 SNES customers. Gradius III is a remarkable 
game on its own, but its timing is notable in ret- 
rospect as well, as it marked the first time a new 
Nintendo system had been supported by a third 
party company at launch in America. Fittingly 
enough, Konami is back in that same role now, 
supporting the Switch launch with Bomberman! 


NINTENDO 64 


IF YOU'RE A proponent of the old adage 
"Quality Over Quantity," then you’d be able 
to appreciate the Day 1 launch lineup for 
the Nintendo 64: Super Mario 64 and 
Pilotwings 64. 

Two games. That was it. 

But, again, if you’re going to bring an all- 
new video game console to market with 
just two titles to sell alongside it, having 
the stunningly groundbreaking 3D debut of 
the world-famous Super Mario be one of 
them is the best possible scenario for you. 

I called it the most impressive launch 
title of all time just a few pages ago, and | 
stand by that assessment here, even sur- 
rounded by every possible challenger to 
the title. The leap from the almost entirely 
flat and 2D 16-bit era into the polygonal 3D 
64-bit age was a drastic one — one that had 
even lifelong gamers totally rewiring our 
brains to process a whole new dimension of 
information. Super Mario 64 made the 
transition a beautiful one, skillfully intro- 
ducing all-new concepts like 3D camera 
control alongside its total overhaul of 
Mario’s movement abilities to account for 
his new surroundings. 


GAME BOY COLOR 


| CONSIDERED INCLUDING Nintendo’s Virtual Boy in 
this article just for the sake of completion, but can a 
system be said to have ever truly launched if it crashed 
almost immediately afterward? It predated the arrival of 
the Nintendo 64 by a year, but was already dead by the 
time Super Mario 64 stepped into the spotlight. (For refer- 
ence, it had four Day 1 games: Mario’s Tennis, Red Alarm, 
Teleroboxer and Galactic Pinball.) 

Let’s move along though, arriving at the system that 
actually did amass enough success to merit being heralded 
as the successor to the original Game Boy. It’s the Game 
Boy Color! The oddball stop-gap system wedged between 
its monochrome predecessor and the Game Boy Advance. 
The GBC only served as Nintendo’s flagship portable for 
two and a half years, from late 1998 to mid-2001. Its 
launch was subdued, thanks in large part to the fact that 
Pokemon Red and Blue arrived mere weeks earlier — but 
they were not GBC games. Just plain old GB, the swan 
songs for a system that was over nine years old by then! 

For anyone who was actually able to look past the Роке- 
mania for a moment and recognize that a new Game Boy 
was arriving, there were four Day 1 launch games to pick 
from, all seen here. Tetris was wisely in the mix once more 
with its DX edition, though it didn’t reignite the decade-old 
Tetris craze. Perhaps most interesting is the appearance 
by Bomberman, meaning the GBC is the direct Switch pre- 
decessor in regards to Day 1 Bomberman support! Boom. 


Even setting all the shock and awe of 3D 
aside, Super Mario 64 was just a wonderful 
game. Jovial. Colorful. It gave Mario more 
personality than ever before, with just brief 
voice clips and expressive animations. It 
made him more athletic than ever before, 
equipping him with a whole new suite of 
jumping techniques. And even a good old 
punch! Knocking some sense into those 
Goombas for a change! 

Pilotwings 64 was certainly overshad- 
owed, but soared all the same. Like its 
SNES predecessor it served as a technical 
showcase for what the new system could 
do — but it didn’t have to fake the 3D with 
Mode 7 this time! The luckiest players got 
to bring home both games on launch day, 
and they fell in love with this flight sim. 

The Nintendo 64 didn’t have to wait long 
before its library increased beyond a total 
of just two, as games like Wave Race 64, 
Star Wars: Shadows of the Empire and 
Wayne Gretzky’s 3D Hockey all showed up 
before Christmas 1996. But still, the Switch 
is getting more games on its first day than 
the N64 did in its first calendar year! The 
selection was light indeed. 


GAME BOY ADVANCE 


MOVING INTO THE midway point of our retrospective 
here, we see that right around 16 years’ worth of back 
catalog titles was just enough for Nintendo to start 


pushing ports to help push their new systems out the door, ЖС” ~e 
8) 


rather than focusing entirely on original efforts. So it was TONYJHAWK: 
that the biggest first-party launch title for the Game Boy d 580 SKATER 
Advance іп 2001 was . . . 1988’s Super Mario Bros. 2? | 3 
Yes, the game that was once a fresh coat of paint 
slapped across Japan’s Doki Doki Panic was back again 
with a third layer of visual embellishment. (The second? | сын 
Oh, that was іп Super Mario All-Stars for the SNES.) How | 
many games get four separate releases, with each one 
adding new content each time? Nintendo really liked this 
game, | suppose. 
It marked a trend for the GBA from the start, too, as 
much of the system’s library ended up being populated by 
ports from past platforms — primarily the Super NES. Not 
everything was a rerun, though, as third parties showed 
up strong, crafting wonderful 16-bit-ish sequels to their 
established series. Castlevania: Circle of the Moon was 
there on Day 1, and it kickstarted a renaissance of six great 
sequels in that series on Nintendo’s portables in the years 
that followed. The GBA version of Tony Hawk’s Pro Skater 2 
was no throwaway sports port, as it wowed us with its 
technical achievement on the tiny system. 
Oh, and | believe this is the proper place to pin the 
beginnings of Ubisoft’s legacy of Day 1 support, too! 
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GAMECUBE 


NINTENDO MUST HAVE learned a lesson 
from sending the N64 out to market with only 
two total titles to buy alongside it, as its suc- 
cessor, the GameCube, arrived in the company 
of a full dozen different options. The trade- 
off? There was no Mario game. 

After launching each of the previous three 
home consoles with a major Mario release, 
the Cube’s Super Mario Sunshine simply 
wasn’t ready in time — so its launch was left 
with only Luigi. Luigi’s Mansion is a fine game, 
of course — it just wasn’t heavy-hitting 
enough to carry a whole new console on its 
own. 

Really, the most impressive Day 1 release 
for the Cube came courtesy of Factor 5 and 
LucasArts in Star Wars: Rogue Squadron 11: 
Rogue Leader. Its gorgeous visuals and pulse- 
quickening re-creations of famous Star Wars 

= = space battles still hold up to this day! They 
PROISKATER С CRAZY TAKI< were truly amazing back in 2001. 
Other standouts of the GameCube launch 

were Sega’s first Super Monkey Ball, the fluid 
Wave Race: Blue Storm and another solid 
Tony Hawk outing. But that missing Mario... 
you have to wonder if the Cube would’ve had 
a brighter life had Sunshine been there Day 1. 


NINTENDO 
ШЕ CUBE. 


NINTENDO DS 


JUST LIKE THE Game Boy Advance before it, 
the Nintendo DS arrived on the scene chiefly 
supported by a port of a past Mario game. That 
Mario game is the one I’ve just named as the 
most impressive launch title ever, though... 
but does that distinction still hold here, for its 
remixed remake? 

Probably not. Super Mario 64 DS was a fine 
game, but it didn’t do nearly as good a job of 
selling the DS as it had the N64, thanks largely 
to the fact that its control was a mismatch — 
there was no analog stick on the DS, which was 
kind of the whole point of Super Mario 64 in 
the first place. An odd choice for the DS launch, 
in my view, and the system took quite a while 

77 N before it found its stride with software that 
really understood what to do with its twin 
displays and touchscreen feature. 

The original DS package did bring back the 

е -- practice of pack-ins, at least, after that had just 
Feel the Magic disappeared around a decade earlier (with the 
KY KK. Virtual Boy, actually). It wasn’t a full game, 
though — just a demo of Metroid Prime Hunters 
called "First Hunt." And early adopters would 
have to wait a long while for the full game, as 
the DS hit in November 2004, but the final 


Hunters game wasn’t ready until March 2006! = 
ESAS Пето Version/Version Démo/Version Demo + ШІ» 
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LADIES AND GENTLEMEN, we may have 
ourselves a winner. The Wii launch had it all! 
There was a strong first-party flagship 
adventure in The Legend of Zelda: Twilight 
Princess. It also came to GameCube, but that 
version didn’t ship until weeks later, so Link’s 
latest was Wii-exclusive when it needed to be. 
There was great third-party support, from 
the continued evolution of Super Monkey Ball 
(perfectly married to the Wii’s motion control) 
to more Day 1 big names from Ubisoft: Red 
Steel, which sold itself as a motion-controlled 
sword-swinger; and the first-ever appearance 
of the Rabbids, who'd go on to become a huge 
brand all on their own (and may now be on 
their way to the Switch). 
And there was a great quantity of titles all 
together, with 21 different choices on Day 1! 
But, crazily enough, the Wii might have still 
blasted off with the incredible success it 
enjoyed out of the gates if none of those titles 
had been there, as it really just needed its one 
pack-in game: Wii Sports. The phenomenal, 
viral, millions-upon-millions-sold mainstream 
success of that simple suite of motion-control 
sports games catapulted Nintendo back to the 
Number 1 spot in the gaming industry! 


NINTENDO 3DS 


YOU’D THINK THAT coming off the incredible 
success of the Wii would have taught Nintendo 
how to best launch future hardware, but the 
botched rollout of the 3DS indicates otherwise. 
The turnaround of fortune for this system has 
been remarkable, as it’s still going strong here 
in 2017 — but it had all the markings of a total 


{оси «7 yo a flop through its first few months in 2011. The 
high sticker price of $249.99 for the hardware 


Resort is to blame for a lot of its poor initial reception, 


Моб: in 20 and 3D. 3D made for ages 7+ See bck but га say the lack of strong software at the 
start is what tripped it up out of the gates. 

Nintendo had no big game! They sent it out 
the door with just Pilotwings Resort and Steel 
Diver (both of which were short and content- 
lite) and a rehash of Nintendogs from the DS. It 
was months before even the first-party ports 
popped up: Ocarina of Time 3D and Star Fox 64 
3D, which helped. But not until November 2011 
and the release of Super Mario 3D Land did the 
system have a real, robust, original Nintendo 
title to celebrate. 

Third parties picked up a lot of the slack, as 
an impressive version of Street Fighter IV was 
there on Day 1 to help — but the secret best 
game of the 3DS launch? Ubisoft's tactical hit, 
Ghost Recon: Shadow Wars. Go play it! It rocks. 
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[STARS RATINY ma à FINALLY, HERE WE are at the most recent 
TRANSFORMED)" ея \ AIRED ЕШ launch from Nintendo (pre-Switch). It'd be 
s easy to dismiss the Wii U’s launch since we 
now know how the system failed to capture 
much of an audience in the years that 
followed, but I actually think the Day 1 lineup 
was pretty solid here! Nintendo Land was in 
the box with the system, which was wise, as it 
served as a great proof of concept for what 
they were going for with the GamePad. The 
problem was that there was little follow-up 
after that! The GamePad had tons of potential 
that went untapped with its capability for 
asymmetrical multiplayer experiences. Alas. 

Sonic’s racing game was great. ZombiU was 
an awesome M-rated effort from Ubisoft. 
Ports of sports and hits like Batman were 
there. It wasn’t bad! 

Only Mario dropped the ball. 2D sidescroll- 
ing Mario wasn’t a system-seller, especially 
since Nintendo had just released a different 
New Super Mario title on 3DS a few months 
prior. Maybe Super Mario 3D Land would have 
fared better, had it been ready? 

So there you have it: Nintendo’s list of past 
launches. Which do you think was best? How 
will Switch’s Day 1 compare? We’ll see soon! 
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It’s the most sinister of specters — the most ghoulish of ghosts! 


This incorporeal emperor has been causing spooky trouble for over а? 
15 years . . . and has highlighted two different hardware launches! 
А FIRST APPEARANCE 
Let’s take a look back across the career of the ruler of all Boos. LUIGI’S MANSION (2001) 
King Boo burst onto the scene by His bold villainy quickly earned him а But then, retribution! His status as an 
doing something even Bowser hadn’t recurring role in more Mario-related ultimate adversary was restored in ) ЖЕ 
accomplished - һе captured Mario! games, like Mario Kart: Double Dash!! Luigi’s second headlining adventure. While he didn’t make the cut for the 
-- roster of playable drivers іп Mario 


Kart 85 first version, he’s now in the 
mix once again thanks to Mario Kart 
8 Deluxe! Happy to see you back in 
action on the racetrack, King Boo! 
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But his time behind the wheel was Having been a final boss in his first The ultimate disgrace? Falling so far 
cut short when he was replaced in appearance, King Boo had to endure that his biggest job became simply 
the next game by oddball Dry Bones. over a decade of lesser cameo roles. hosting Mario Party minigames. 
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Because the launch of the GameCube lacked a Nearly a dozen years went by before Luigi’s Mansion Finally, King Boo’s latest claim to fame is that he helped to boost 
"true" Mario game, Luigi’s Mansion filled that finally saw a sequel, but the wait was well worth it — Nintendo fans’ hype for the all-new Switch! A brief bit of Mario 
position as best it could for the system’s Day 1. Dark Moon is one of the best adventures on the 3DS. Kart footage included in last October’s debut Switch trailer gave 
King Boo seized the opportunity and even King Boo’s actions are reflected in the subtitle, as us a glimpse of the menacing monarch, which was enough to 

insulted Bowser by building a Robo Koopa the Dark Moon is the magical heavenly body that he confirm that Mario Kart 8 on Switch would not just be a straight 
costume with which to battle the Bro in Green! shattered in order to sow chaos in Evershade Valley. port, but would instead be getting all-new added content! 


BY LUCAS M. THOMAS 
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“| swear it, | shall fear по mere 


house-cleaning device!” CROWN 


OF GHOSTLY 
RENOWN 


- KING BOO, IN LUIGPS MANSION (2001) 
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THOSE 
ARE HIS 
ANGRY EYES! 
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ROYAL RIVALS 


The Mushroom Kingdom must be a 
regular Game of Thrones, as aside from 
Princess Peach and King Koopa, there are 


many other mega-sized minions who've 
declared themselves to be royalty. King Boo has 
to claim his crown is more valid than that of King 
Bob-omb, King Bill, the Goomba King . . . it’s a war іп 
the making every day! Let’s hope they all just get 
along and rule their own kind peacefully. 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


ISSUE #34 OF Nintendo Power started off hot by 
featuring a cover with a live-action Link preparing 
to pull a shining Master Sword from its resting 
place in service of the 15 pages of The Legend of 
Zelda: A Link to the Past coverage found within (to 
say nothing of the third part of the tie-in comic). 

The Nintendo Entertainment System continued 
to prove itself as a presence in the changing mar- 
ketplace with coverage for new titles Star Wars: The 
Empire Strikes Back, Terminator 2: Judgment Day, 
Nightshade and the McDonald’s-branded М.С. Kids. 
Three titles provided portable power in Tiny Toon 
Adventures, High Stakes and Mega Man II — the first 
game to star the Blue Bomber since Mega Man 2 for 
the NES to not get a cover spot. Rounding out the 
Super NES alongside Link’s Dark World adventure 
were Lemmings and the caveman ninjas, Joe & Mac, 
who shared the poster with a game based on the 
then-upcoming Addams Family movie. 

Two contests were featured in this issue. One 
featured a chance to win a trip to meet, dine and go 
backstage with the band behind the Nintendo tie-in 
album, "White Knuckle 5согіп”" (as well as а Game 
Boy). The other was the monthly Player’s Poll, 
inviting Power Players to cast their ballots in the 
latest Nintendo Power Awards and possibly win a 
new Super NES with 10 Game Paks. 

Nester’s Adventures were reduced to one page 
as he took on Napoleon in Rampart, and everything 
came up Mario in the Top 20, with Super Mario 


LOOKS LIKE 
l'M IN BIG 


WOW! WHAT'S THIS | 
COOL NEW GAME? 


Bros. 3, Super Mario World and Super Mario Land 
topping all three respective charts. Things wrapped 
up with a look at the Winter Consumer Electronics 
Show and a Pak Watch headlined by the cover game 
for Issue #35, WWF Super WrestleMania. 

In that issue, Super Hulkamania ran wild with 
Super Smash TV and The Addams Family, who 
joined Nester’s Adventures and shared the poster 
with a little-known upcoming title called Street 
Fighter II. The Game Boy featured Star Trek, Turn ’n 
Burn, Top Gun, Ultra Golf, Boggle Plus and Missile 
Command, while Captain America and the 
Avengers, T&C 1: Thrilla’s Surfari and Nintendo’s 
newest puzzler, Yoshi, were the NES highlights. 

Perhaps the most fascinating feature in NP’s 
35th edition was the two-page "Super NES 
Technology Update," which covered Nintendo’s 
Winter CES announcement of a CD-ROM add-on for 
the SNES hardware — an add-on, it should be noted, 
that not only never came to pass, but helped give 
rise to perhaps Nintendo’s greatest competitor. 

This month’s Player’s Poll winner would get 
RoboCop’s car from RoboCop II (minus the flashing 
lights), and the Top 20 was once again dominated 
by Mario — save for the Game Boy, where Metroid II: 
Return of Samus toppled him from his lofty perch. 
Following a Celebrity Player Profile of Terminator 
25 Eddie Furlong, Pak Watch closed things out with 
looks at Street Fighter ІІ and Teenage Mutant Ninja 
Turtles IV: Turtles in Time. Cowabunga! - DAVID 


IT'S YOSHI! JUST 
MATCH THE TOP AND 
BOTTOM SHELLS... 


... AND OUT 
POPS YOSHI! 


ISSUE #34: MARCH 1992 
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SUPER WRESTLEMANIA 
High-mpact Superstar Action 
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NF: So why іп the world did you guys 
become game developers? 

My whole life | wanted to 
create worlds. | almost didn’t care 
about which medium | used to do this 
- | was very interested in CG and of 
course video games, so it was just kind 
of a no-brainer. (I also wanted to be a 
florist, but seeing as | have three half- 
dead plants in my house, | probably 
made the right choice.) 

Video games had always 
spoken to me on ап incredibly deep 
level. When I was in college, | knew 
that | wanted to tell stories through 
movies or games, but there wasn’t a 
clear path toward a career in games 
back in the early ’90s — especially in 
America, so | had no idea how to 
break in. At that point, getting into the 
game industry professionally was vir- 
tually impossible, so | totally wrote it 
off. Fast forward about a year after 
college to when a friend in the film 
industry managed to get me an inter- 
view as a tester for LucasArts. | flew 
from the Midwest to sunny California, 
nailed the interview most heartily, and 
within two weeks was living in 
California, working on actual Star 
Wars video games! Since then, I’ve 
never looked back. 


After working at some big compa- 
nies, you later went indie and 
created the BIT.TRIP series for 
WiiWare, and eventually, every other 
platform under the sun. Pretty risky! 
Why did you choose to take the risk 
on both WiiWare as a launch 
platform, and on self-publishing as a 
business plan? 

After being a cog in giant com- 
panies like LucasArts and Activision, 
you learn an awful lot. It dawned on 
me around 2004 that | wanted to try 
to start my own company, but it wasn’t 
until after my time at Santa Cruz 
Games, where І met Mike, that that 
plan came together. We had just come 
off of several Nintendo projects, so 
going with Nintendo made sense, both 
from the standpoint of who we knew 
at the company and how versed we 
were in dealing with their hardware 
and guidelines. 

Initially, while we wanted to self- 
publish, we didn’t feel like we had the 
expertise to get our BIT.TRIP series off 
the ground without help. It was a part- 
nership with Aksys Games (that we 
still value today) that allowed us to 
make the splash that we did. 

Like Alex said, we had just 
come off a few Nintendo projects, so 
we knew the Nintendo platforms and 
what to expect. The Wii Shop Channel 
had just been announced, and that 


was really exciting for us at the time. 
And the Wii Remote offered a lot of 
unique options for us as developers. 

Our business model has always 
been a mixture of self-published 
games and working with publishers, 
like Aksys Games. | guess you could 
бау we were very cautious in the 
beginning. We also only had the band- 
width and budget to make the games 
in the beginning, so having help from 
a publisher was really great. 


BIT.TRIP RUNNER was first released 
back in 2010, well before the auto- 
running genre became the sensation 
it is today. Why do you think the 
genre was passed over for so many 
years, only to be become bigger than 
ever in the past year or so? 

When we started developing 
BIT.TRIP RUNNER in 2009, there were 
no auto-running games at all. And by 
the time we released the game in 
2010, there were two: BIT.TRIP 
RUNNER and Canabalt. So, we like to 
think of ourselves as the inventors of 
the auto-running genre. (Not neces- 
sarily because that accolade is 100% 
true, but mostly because it makes us 
feel like pioneers. Which | guess we 
were.) Marrying platforming gameplay 
with rhythm/music elements had 
never been done before. We were in 
new territory. | suppose that’s why the 
genre was passed over for so many 
years. It’s very restrictive, and there- 
fore quite risky. Luckily, we seemed to 
have struck a chord (pun intended) 
with players. 

The auto-running genre works 
great for mobile platforms because 
the act of running is taken away from 
the player. This allows the player to do 
fewer actions to navigate the game — 
that’s a very powerful tool for tablet 
gaming. Seeing as mobile gaming has 
become so huge, it just seems like a 
great fit to elevate this genre. 

But we don’t really make mobile 
games. We are dorky lovers of the 
Nintendo platforms. Our view is, if the 
player doesn’t need to think about 
running, then let’s make the game 
TOTALLY bonkers! Let’s throw more 
decisions at the player! Let’s use the 
buttons! All hail buttons! 


BIT.TRIP RUNNER was also the first 
game in the BIT.TRIP series to give us 
a taste of your sense of humor, while 
Runner2 upped the ante on that 
front — and just about every other 
front for that matter! Once you’ve 
plundered the depths of your soul 
and pulled out a cheeseburger- 
headed disco boy named Whetfahrt, 
where else is there to go? 
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CommanderVideo 


lose the beat! 


чое] BIT.TRIP SAGA 


If we went full-on with our 
sense of humor, our games wouldn’t 
make an ounce of sense. So, what we 
end up showing the public is a mere 
sliver of the kind of nonsense we barf 
out of our fun glands оп а daily basis. 
If you liked Whetfahrt Cheeseborger, 
Burger Mouth Burger Brand Mouth 
Burgers and wet malt fluids, then 
you're going to love all the crazy stuff 
меуге conjured for CommanderVideo 
and his cohort of cantankerous col- 
leagues in the new Runner3. Believe 
me, we can get wackier. 

Sometimes you need to dig 
deep to know how far you can go, or 
want to go. | think we’re going to go 
deep with Runner3, but | also think 
our wackiness will come out in differ- 
ent ways, such as the narrative and 
the general aesthetics. 

My hope is that Runner3 will feel 
like CommanderVideo іп a Baron Von 
Munchhausen wonderland, with just a 
hint of Oz. 


Choice Provisions has developed or 
published a ton of games, from the 
lighthearted Shutshimi to the grave 
and perilous Tharsis. Is there а 
shared Choice Provisions universe 
they all exist in? Does Dave Lonuts 
dream of pennies that may someday 
end up in CommanderVideo’s coin 
slot? 

It’s interesting that you 
mention this. Certainly for our games 
developed in-house, there is some 
intermingling of worlds. All of the 
BIT.TRIP and BIT.TRIP Presents games 
are certainly related. Tharsis, Laserlife 
and two other games waiting in the 
wings are also related. But also, 
maybe they are ALL related interdi- 
mensionally! For now, we’re going to 
let the players speculate on this. There 
аге... theories. 

Quick point of clarification: We 


This is the hard-running character from the 
BIT.TRIP series, CommanderVideo. He runs, 
jumps, slides, and kicks his way through 
psychedelic worlds to funky beats. What makes 
this different from your average action game 

is that every move has to be in rhythm! Don't 
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published and developed Tharsis. Did 
you know it was ranked #4 on Time 
magazine’s Top 10 games of 2016? 
Hope it doesn’t sound like I’m tooting 
my own horn. 

Hey, what’s this thing on the end of 
my nose? Don’t mind me, I’m just 
going to give a quick squeeze. For 
science. 

TOOT TOOT! 

As for your question, Tharsis and 
Laserlife are part of a universe that 
unfortunately has no wacky coin col- 
lectors or fish with pectoral... 
muscles. | will say CommanderVideo is 
fairly omnipresent. 


Where do you go for inspiration? 
Music? Movies? Books? Other games? 
Family? The Great Outdoors (the 
environment and/or the classic John 
Candy film)? 

| think my biggest inspiration, 
personally, is two-fold. Certainly, video 
games play a huge role in how | feel 
about game design. But more impor- 
tantly, my biggest inspiration comes 
from my colleagues and my day-to- 
day exchange of ideas with them. 
When Mike and | riff on silly stuff, | get 
incredibly inspired. And it’s certainly 
true of each person on our team. The 
more | can collaborate — at least at 
the conceptual level — the more 
inspired | get. 

This is a hard question because 
a lot of our decision-making process is 
based on what feels good and what 
does not. The millions of hours 
watching TV, movies and playing 
games probably just drips out of our 
minds and makes us do the things we 
do. | have always been influenced by 
Terry Gilliam’s gritty and ornate 
worlds, or the dreamlike nature of 
Terrence Malick films. | watch movies 
and listen to music constantly while | 
work. 


Which was scarier: taking the leap 
from AAA to indie, or going from a 
three-person team to a company 
with eight times as many employees? 

When we started Gaijin Games 
there was this amazing amount of 
freedom that, in my opinion, overruled 
any downsides of working with our 
previous employers. Once we had the 
large team, that freedom went away. 
We had to manage and run the 
company, which is, at times, very 
scary. 

Definitely growing the 
company. You can take so much of 
what you've learned working on AAA 
games and apply that knowledge to 
indie games, but running a business 
and making games are two vastly dif- 
ferent endeavors. Our team got up to 
24 people at one point, and hitting 
that burn rate every single month 
(which we did) was one of the most 
terrifying things I’ve done profession- 
ally. "т much happier now that our 
team is back down to a manageable 
size. And it’s surprisingly easier to get 
things done. 


Why was now the right time to return 
to your "BIT.TRIP Presents... Runner" 
spin-off series? 

After Runner2, we felt that we 
needed a break from BIT.TRIP. We had 
some other ideas we wanted to 
pursue. At the same time, though, we 
always knew that we’d return to 
CommanderVideo at some point. 
Frankly, | think we all missed him. So 
that told us that it was time to come 
home and spend some time with our 
beloved cast of misfits that make up 
CommanderVideo’s cohort. 

Yeah, we needed to get away 
from BIT.TRIP for a "bit." (Har!) It’s also 
our most popular game and we feel 
like the franchise needed a boost to 
keep CommanderVideo alive! 


If BIT.TRIP RUNNER was your Super 
Mario Bros., and Runner2 was your 
Super Mario World (my words, and 
horn toots, not yours), then what will 
Runner3 be? Your Super Mario 64? 
Your Yoshi's Island? 

This is a very boring answer — 
but probably Super Mario Galaxy. The 
good news і... 1 didn’t say Hotel 
Mario! 

Definitely Hotel Mario. 

Actually, though, | think Mike and | 
are reading the same page of a one- 
page book on this one: Super Mario 
Galaxy. 

If you think the auto-running genre 
has finally become the sensation it 
deserves to be, just you wait until 
Runner3 comes out! You’re going to 
have to batten down your hatches, 
because Runner3 is going to blow the 
doors off all auto-running games fore 
or hence! 


Exciting! So exciting that | can’t 
ignore the black-and-white, one- 
eyed, television-headed elephant in 
the room any longer! When can you 
tell us if Runner3 is coming to 
Nintendo consoles?!?!? 

We can tell you this: If | were to 
make a bet, | would probably bet that 
you would see Runner3 on some 
Nintendo platform. If | were a betting 
man. 

All of the BIT.TRIP games have 
debuted on Nintendo platforms. Why 
would we switch our strategy now? 
There'd be no јоу in that con. 


If you could take any Nintendo series 
and do whatever ever you wanted 
with it, which franchise would you 
choose and what would you do? 
| would probably take Animal 
Crossing. | would then turn it intoa 
first-person VR MMO — free-to-play, of 
course. 
TOTALLY JOKING! 
Without question, | would take 
Metroid and go full side-scroller again. 
Absolutely. | would love to 
make a 2D Metroid game for the big 
screen. 


Finally, if you could have any super 
power, what would it be and why? 

This is easy. Captain Couscous 
— with the ability to craft totally 
perfect Moroccan dishes. 

I'd like to be able to shoot 
Circus Peanuts out of my wrists. It’d be 
hard to exploit for both good and evil, 
so | couldn’t get too carried away, but 
yet it would provide a delicious treat 
from time to time — but not too deli- 
cious. 
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Under New 


OVER TWO DECADES after his 
debut in the SNES masterpiece Yoshi's 
Island, the playful, dopey, bulldozing- 
his-way-through-everything super 
dog, Poochy, has finally gotten his 
name into the title of a game. Granted, 
it isn’t an original work — this is the 
305 re-release of 20155 Wii U hit, 
Yoshi's Woolly World. But this pooch is 
no complainer. 


And, indeed, Poochy is especially 
prominent throughout this re-issue — 
in three different ways. 

The first and most in-your-face bit 
of adorableness comes in the form of 
the new Yarn Poochy amiibo (placed 
prominently below, for your reference 
and adoration). This cutest amiibo 
ever is packaged alongside physical 
copies of the game at retail, and even 
if you’ve long since moved past your 

"gotta own ’em all" amiibo 
addiction, it’s hard to 
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say no to that tongue-wagging face, 
isn’t it? 

In-game, the Yarn Poochy amiibo 
summons the hound into any level at 
an instant. In some stages, he’s helpful 
... in others, not so much. He needs а 
flat surface to run across to be of any 
real use, so if you bring him into а 
level mostly populated by pits, you'll 
see only a pitiful pooch falling to his 
demise over and over again. 

Bringing Poochy into Yoshi's levels 
was already an option in the original 
release of Woolly World, though (with 
the "Play alongside Poochy!" Power 
Badge), so his other appearances in 

this 3DS version are more 
important to focus on. 
Second up? The new 
Poochy Dash mode. 
It’s an auto-runner 
minigame starring 
Poochy alone, with 
no Yoshis nearby. 
The hard-charging 
mutt gets a head of 
steam and sprints 
ceaselessly forward, 
bowling his way 
through obstacles 
and enemies alike in 
a quest to collect as 
many Beads as he can. 
Super Mario Run, just 
recently released on 
mobile platforms, offers 
a suitable point of com- 
parison — but Mario’s Run 
has more complexity than 
Poochy’s Dash does. This is 
just timed touches of the jump 
button, with an occasional belly 
slide thrown in here and there. 
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Management 


Poochy Dash is certainly limited, 
but | suppose that’s meant to inspire 
repeated plays — especially since 
nabbing a Flower from the goal at the 
end of Yoshi's stages in the main game 
now activates a Gold Rush option for 
Poochy. (That just reskins the same 
Dash levels with added treasure.) 

Really, the Dash minigame didn’t do 
a lot for me — | feel like the better 
auto-scrolling sequences are still in 
the main game, when Yoshi has his 
transformations that turn him into a 
motorcycle, for instance. It’s clear that 
Poochy Dash was tacked on as an 
afterthought. 

Feeling even more tangential and 
out of place, those, is Poochy’s third 
prominent appearance here — though 
really, it’s not Poochy exactly in this 
third case. It’s three mini dogs instead! 
The Poochy Pups! 

This tagalong trio follows behind 
Yoshi throughout each of the main 
Бате” levels. (Only if you turn them 
on, though, and only if you choose to 
play in Mellow Mode.) Mellow Mode, if 
you don’t recall, was the "Easy" setting 
for Yoshi’s Woolly World — it gives 
Yoshi wings to enable him to simply fly 
over the вате” pitfalls and most of its 
enemies. With the Poochy Pups, 
though, it’s now more like a "Super 
Easy" setting. There is very, very little 
challenge remaining in the game with 
them activated. 

The puppies do a few different 
things that drain the difficulty away. 
First, they immediately reveal the 
locations of hidden items and invisible 
Winged Clouds when they draw near 
to any of them. They bark, leap and 
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even hover іп mid-air, floating in full 
defiance of gravity in order to direct 
your gaze toward a spot where you 
need to throw a Yarn Ball. 

Well, except that there aren’t any 
Yarn Balls to throw when playing 
Mellow Mode + Poochy Pups. Instead, 
Yoshi tosses the dogs themselves! One 
by one they fly into the sky, then 
immediately retreat back into position 
behind Yoshi, ready to be tossed again 
or reveal the next hidden secret. 

This action of tossing the pups is 
where their addition to the design 
breaks down, though, and why | said 
hey feel like they’re out of place. 
When the pups are present, Yoshi can 
create no Yarn Balls from eating foes. 
Uh... say what now? That’s almost 
entirely the point of Yoshi’s tongue. 
You can still use it to remove enemies 
rom play, but it’s actually smarter not 
о swallow them entirely any more — 
hey just disappear if you press Down 
ike normal, but at least they provide a 
one-shot attack if you keep them in 
Yoshi’s mouth for a while and then spit 
hem back out. 

Not that уои” need to do that, 
though, because you can instead just 
055 the pups ceaselessly. Seriously, 
there’s no limit to how much you can 
spam throwing these dogs. Just keep 
hitting the toss button over and over 
again and they’ll fling themselves end- 
lessly. If all three pups are in flight, 
Yoshi will conjure Yarn Balls out of 
nowhere to be able to continue the 
barrage. (That’s where they went!) 

It’s incredibly broken. Even world- 
ending boss battles become total jokes 
as you spam machine-gun yarn dogs 
in their faces, juggling them and 
locking them in stun states. 

| mean, it’s amusing — hilarious, 
really, and I’m fine with having some- 
thing so stupidly out of whack to play 
around with on my second play- 
through of the game. It feels like а 
Game Genie cheat code is turned on. 
It’s just not balanced at all, and | 


worry that any players who'd be going 
through Yoshi’s Woolly World for the 
very first time using this unfair advan- 
tage will have much of the majesty of 
the real gameplay experience ruined 
for them. 

Not to mention the graphics, of 
course — it goes without saying that 
the tiny, low-resolution 3DS screen 
can’t measure up to the HD wonder of 
the original game being played ona 
great TV. There’s magic lost there as 
well. 

Luckily, there was so much magic 
infused into Yoshi’s Woolly World to 
begin with that it can stand to take a 
few hits in the porting process and still 
come out the other side as a great 
game. And so the core game does 
remain great, here - setting aside all 
of the "Poochy &" added content, the 
creativity of the original levels and 
this game’s wonderful evolution of the 
SNES Yoshi's Island gameplay are still 
spectacular on 3DS. 

In our original review of the Wii U 
version back in Issue #16, Mark said 
that Yoshi's Woolly World was finally 
the sequel that Yoshi’s Island always 
deserved. | concur entirely. Га first 
encourage you to play the Wii U 
version if you have the means, as its 
gorgeous visuals and capability for co- 
op play with a friend elevate it above 
this solo-only ported version. (My son 
Carter and | played through the Wii U 
edition together, while he was only 4. 
It was wonderful.) 

But if you don’t own a Wii U, this 
3DS take is still great. Poochy’s addi- 
tions to the design are a little odd, but 
they did bring me a few more smiles 
than | expected to have while revisit- 
ing this world of wool. (And he’s just 
so adorable!) - LUCAS 
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CRAFT YOUR OWN YOSHI 


One last new feature added just for this 3DS Woolly World is a mode 
that lets you stitch your very own Yoshi patterns from scratch! The 
game was packed with dozens of different Yarn Yoshis to begin with, 
but now you can custom-edit your own with any kind of pattern or 
color scheme imaginable. 

The editing mode offers two options: an Easy and a Professional 
mode. In Easy, you color in a single 16-by-16 grid, and that pattern gets 
applied to Yoshi’s entire body. In Professional, you get to individually 
design patterns for every one of Yoshi’s body parts. Nose, cheeks, arms 
(both the left and right separately) . . . you can do it all. 

It’s clear that this is а made-public version of the actual editing tool 
the game’s designers must have used to make all of the pre-knit Yoshis 
that are already in the game, including the special Yoshis that are only 
unlocked when you tap in amiibo figures. Which is great! It means you 
can jump in to fill in any gaps. Like, say, designing an Ice Climber Yoshi, 
since Nana and Popo sadly have no amiibo! (Yet. | still believe!) 

If you pick up Poochy & Yoshi’s Woolly World and design some great 
patterns, share them with us! We might just feature a few in the future! 


Nice to meet you! 
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It’s Back and Better Than Ever 


DRAGON QUEST VIII: JOURNEY OF THE CURSED KING 


MY RELATIONSHIP WITH the 
Dragon Quest franchise runs deep. 
Ever since the PlayStation 2 era, I’ve 
picked up and played every game in 
the franchise — main series and spin- 
offs, whether they were localized or 
not. Everything. While my fondest 
memories came from the Nintendo DS 
era, | followed where the games went, 
regardless of hardware. (And in the 
last year, the number of releases has 
been staggering!) The final stop on 
our current journey, before the Switch 
era begins, is Dragon Quest VIII: 
Journey of the Cursed King — which 
originally kicked off my DQ journey on 
PS2 over 10 years ago! Now it’s made 
its way to the 3DS, and despite some 
reservations at first, | can honestly 
conclude that this is the best way to 
play this classic Quest. 

It all starts with an elegantly told 
story. The evil magician Dhoulmagus 
is spreading chaos around the land, 
and it’s up to you to stop him. He 
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turned the beloved King Trode and 
Princess Medea into a Yoda-like 
monster and a horse (respectively) 
and left their castle in disarray. You 
set out on a journey with the cursed 
king (see subtitle), diving into a 
pursuit of the villain that spans hours 
upon hours of adventure. 

Along the way, a constant slew of 
fresh faces and story beats arrive to 
make the quest all the more charming. 
The memorable characters and eye for 
detail instantly grab you, and Dragon 
Quest VIII never lets go. It speaks to 
the power of the storybook attitude of 
the franchise, which always felt to me 
like European lore told through a 
Japanese filter. Personally, | wouldn’t 
want it any other way! Your unnamed 
hero, Yangus, Jessica and the rest of 
cast just bring so much to the table. 

The previous game on the 3DS, 
Dragon Quest VII, felt boring in its 
opening hours — in his review, Lucas 
lamented its slow pace. This game’s a 
total 180. From start to finish, Dragon 
Quest VIII is snappy. You immediately 


have control of your character at the 
start. You begin your journey, moving 
around in the 3D landscapes, interact- 
ing with the citizens of a small town 
and exploring at your own leisure. And 
after that, it just keep throwing new 
mechanics at you in rapid succession. 
You get to learn the ropes of battle, 
see how the world is connected and so 
much more. All within the first two 
hours! Then, as soon as the world 
opens up, the game grants you the 
ability to instantly transport yourself 
to previously visited places, keeping 
things moving right along and cutting 
out any potentially boring backtrack- 
ing. It’s just one of the small touches 
that makes this JRPG a fun one! 
Naturally, this is still a Dragon 
Quest game, so expect a lot of the 
usual DQ fare. You'll see yourself trav- 
eling in full 3D, going from one point 
of interest to the next, meeting new 
characters and overcoming the trials 
they present at each stop. Those trials 
often involve dungeon crawls that cul- 
minate in boss battles, fought in 


Speed 


typical turn-based fashion. 

Speaking of the battles, there’s 
been a crucial change made for this 
port. In the original оп PS2, you'd 
encounter enemies randomly — you'd 
be walking along, then, out of 
nowhere, a battle would begin. This 
new 3DS version upgrades that old 
frustration and makes all the enemies 
visible in the wild! They roam around, 
living their lives. They may chase you 
when you draw near, or turn and run 
in fright. Being able to avoid battles if 
you want to is a true blessing that 
makes this version much friendlier to 
play (though the game will force you 
to engage now and again). 

My only problem is that the battle 
boot-up is longer than I’d like. You 
won't notice right away, but it gets 
annoying over time. That being said, 
your patience is rewarded with a 
system that feels comfy. The way of 
the turn-based battle is an art that 
hasn't lost its value, and Dragon Quest 
VIII shows why. It’s satisfying to select 
the move you want from the menu, 
then see your heroes perform the 
chosen act. You'll use attacks, spells, 
abilities, items and defense as 
expected, but this Quest also includes 
the "Psych Up" option that lets you 
skip a turn in order to power one of 
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THE SWITCH CONNECTION 


All your attention may be turning to the new Nintendo Switch right now, but you should still consider spending some 
time with Dragon Quest VIII on the 305... if only to meet and get to know a couple of characters who'll be making 
their Switch debut soon, too! Both Yangus and Jessica appear as primary party members in this game, and they're 
both also playable characters in Dragon Quest Heroes, which is coming to Switch soon! (And they'll even be joined 
by Angelo in Dragon Quest Heroes II.) Compelling characters are опе of Dragon Quest VIII's biggest strengths, and 

you can’t help but love Yangus as the merc with the heart of gold and Jessica as the no-nonsense queen of revenge! 
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your heroes up for a future attack. (If 
you're not into all the battling details, 
you can turn on auto-battling and fast 
forward options to let the game А.І. 
take over for you.) 

When you level up a character, you 
get Skill Points you can assign to his 
or her abilities or weapon skills. You 
can distribute them the way you like, 
and there’s plenty of choices for how 
to develop each party member. They 
all have three different weapon types 
to potentially specialize in (and one 
can even pick bare-handed combat to 
boot). As you progress through the 
game, you open up new possibilities 
that are uniquely your own, which 
kept me motivated to play for each 
additional hour. 

To be fair, though, most things in 
the game give you that motivation! 
You’re exploring quite a seamless 
world on your handheld, one that is 
crisp and vibrant. With every step, you 
see the landscapes changing and new 
enemies will pop up before you know 
it. The destinations that you'll visit are 
all so unique and fun, and each stands 
out from those that came before. 
There’s some confusion when your 
next objectives aren’t made immedi- 
ately obvious to you, but those 
moments are the exception here. 
Everything else feels made to be dis- 
covered and there’s no other Dragon 
Quest that does it better than VIII! 

What helped was the sharp presen- 
tation on the Nintendo 3DS. While the 
game doesn’t have a stereoscopic 3D 
option, you're presented with a 
smooth experience that you will keep 
you trucking. There were worries 
about how the 3DS would handle a 
world like this, but Square Enix shows 
that they were fit for the task. 

Dragon Quest VIII: Journey of the 
Cursed King is one of the best Quests 
you could play. While some unclear 
objectives and loading times give it 
some scratches, the experience mostly 
holds up on the 3DS. With fully voiced 
characters, a charming world and a 
respect for the player’s time, Dragon 
Quest VIII left a lasting impression on 
me. | always wanted to see where the 
game would lead me next! This is the 
real deal. If you’re in need of a new 
JRPG, stop searching! = DAAN 


MARCH/APRIL 2017 75 


SECOND OPINION 
SHANTAE: HALF-GENIE 
HERO 


І MISS THE days of Saturday morning cartoons! Waking up early on 
the weekend, grabbing a bowl of Peanut Butter Сарп Crunch with a big 
splash of milk, settling down in front of the TV and digging into the 
sugar and the sights and the sounds, dual-wielding both spoon and 
remote as only a child of the ’80s could. My mind wants to revisit those 
memories now, in the wake of playing Shantae: Half-Genie Hero — 
which, to me, is the closest any video game has ever come to being a 
Saturday morning cartoon show come to life! 

Seriously, the animation is this adventure is sensational. Every piece 
of every character has been carefully hand-crafted — drawn and re- 
drawn frame by individual frame to have a joyful sense of vibrance and 
bounce. Nobody stands still in Sequin Land! Everybody’s always 
bopping to the beat of the music. Everything is always alive. 

Nowhere is the visual style more impressive than during Shantae’s 
confrontations with massive, screen-filling enemies in dynamic boss 
battles. Cartoon heroes like the Teenage Mutant Ninja Turtles were 
always taking on huge foes on the small screen, decades ago — but the 
video games available at the time rarely conveyed much impressive 
magnitude with even their biggest, baddest bosses. Here, gargantuan 
foes are commonplace, and each one is packed with detail. It’s all so 
fluid, too, that it sometimes feels weird to even be in control of it all! It 
feels like it should be an untouchable cutscene, as my brain’s been con- 
ditioned over the years that such animation can’t possibly be real 
gameplay. 

So yes, you could say that Shantae: Half-Genie Hero truly impressed 
me with its visuals. 

On the gameplay side of things, I’m a little less blown away — if only 
because I’ve played Shantae’s previous games, and this one doesn’t 
stray too far from the standard set by them. You run and jump and 
whip your hair back and forth. You earn a variety of animal transforma- 
tions, then turn Shantae into a monkey to clamber up walls and a crab 
to go exploring underwater. You equip Shantae with optional 
magic spells to supplement her primary ponytail of 
pain — if you figure that out. There’s no explicit in- 
game instruction about optional weapons like the 
fireballs and lightning-spewing clouds, and | avoided 
purchasing them all for a while because | thought 
they’d be one-time-use consumables, and not renew- 
able spells. My bad, a bit — but there are a handful of 
underexplained things like that here that can cause 
some confusion. 

In the end, though, Shantae’s latest is superb. She 
should get her own cartoon show next! — LUCAS 
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THIRD OPINION 
MIGHTY NO. 9 


OK, MY APOLOGIES for this one, NF readers. As Editor-in-Chief, it 
falls to me to have the final say on which games we promote the most 
— which ones get to appear оп our issue’s covers and posters. And | 
gave the nod to Mighty No. 9 for both, as it claimed those coveted posi- 
tions for our Issue #19, covering January/February 2016. 

| should have picked something else. (Fire Emblem Fates, I’m sorry.) 
At the time, though, it really did seem like we were nearing the end of 
an incredible story! Mega Man had been cast aside by Capcom. Keiji 
Inafune had boldly turned to Kickstarter to fund a spiritual successor. 
Mighty No. 9 was born with the help of millions of dollars contributed 
by fans, and though it had suffered a few unfortunate delays in devel- 
opment through the years that followed, it seemed like everything was 
finally coming together in the end! It seemed like the perfect game to 
headline an issue called "Worth the Wait," as we fought back against 
the negativity surrounding game delays by remembering all the many 
times that such slips in the release schedule ended up helping the final 
products in the end. 

Alas . . . that was not how the story concluded this time. Mighty No. 
9's final release was, and is, a total disaster. 

| hate to beat a dead horse by writing this, our third take on the 
same game — but | felt | had to put this product through its paces 
myself, if only as penance for hyping it up so much for you all when it 
proved to be absolutely unworthy of such excitement. And my 
goodness, it is rough. 

Painfully unpolished. Unbalanced. Unprofessional. 

I’ve tried on three separate occasions to give the entire adventure 
an honest effort — but every single time | strap myself in and tell 
myself, "OK! This is it! I’m really going to finish it this time!" 


| end up getting discouraged and turning the power off 

after only a stage or two. | really have no desire to 

keep mucking through this mess. 6 0 
I think the dashing kills it for me. In trying to ape DAVID 


Mega Man, why not just let it be that shooting baddies 
is enough to destroy them? The weird one-two punch of 


having to blast them first and then physically ram 
Beck's body into them never feels natural, and I’m 
getting constantly damaged by bots who aren't yet 
ready to be absorbed. Azure Striker Gunvolt does the 
one-two thing better, as there you tag-then-zap foes 
to fry them — but even there, | wish it was just "shoot 
gun and bad guy goes away." 

Mighty No. 9 has fallen so far from grace that new 
copies can be purchased for under $10. Even still, | 
don’t recommend it. My apologies once again for 


pushing this one, NF fans! | made a mistake. - LUCAS 
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Mario & Sonic at the Rio 


The complete list of Nintendo Force retail reviews from 67 
the past two years. Scores reflect individual reviewers’ opinions. 
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Conquest 9.0 Daan #20 Stella Glow 8.5 Thor #19 LEGO Star Wars: The Force 
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Heaven 7.0 Thor #16 Zero Time Dilemma 9.0 Lucas #23 Star Fox Zero 8.0 Lucas #21 
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AND SO IT has begun: my era of having to say "no" to my son because he wants to play video games 
far too often. Mario Party: Star Rush is the game | blame, as this portable party just keeps drawing 
my kindergartener Carter back in again and again. Every day | pick him up from the bus stop, and 
every day it’s, "Daddy, can | play the 305 today?" He negotiates for even more play time beyond his 
allotted two rounds on the days | say yes. On the days I’m stern and demand he do something else 
with his free time, һе”! often break down in tears. Now tell me, when has not being able to play more 
of a Mario Party game ever actually caused you to cry before? Clearly, Nintendo hit upon some 
magical formula for this particular installment in the series! (Or maybe he’s just a 5-year-old.) But as 

Carter’s played it so much, and as I’ve jumped in to help him with particularly tough boss battles or ь 
advised him on which ways to move across the board іп Toad Scramble, | experienced enough of the 
game myself to agree with Mark’s glowing assessment of it from two issues ago. This is a legitimately 
great Mario Party game! It almost entirely eliminates downtime between turns. It’s packed with funny © 
moments and all the major Mushroom Kingdom characters. It locks many ~—4 
of those characters away at first, which | count as а positive because 
it rewards repeated play by increasing the roster size — Carter’s 
been thrilled again and again as he’s earned enough points to 
unlock Donkey Kong and Toadette and Diddy. And really, I’ve got 
to give serious credit to a game that can make my son so excited 
to play it so much. (Just not too much, right?) — LUCAS 
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COMIC BREAK 


НІ, MY NAME 15 KAREN. 
I HAVE SOCIAL ANXIETY. 


= — 


ФЕ HATE PARTIES. I ALWAYS END UP IN THE 
CORNER, NOT KNOWING WHO TO TALK TO. 


\ 


\ 


| Н GREAT, MY NEIGHBORS ARE HAVING 
| ANOTHER ROOFTOP GET-TOGETHER. 


+ 


I DON'T KNOW WHY 3 2 
THEY KEEP INVITING MAYBE I'LL BRING MY SWITCH, | 
ME TO THESE THINGS. 20 Í PONT GET BORED. 


YEAH! 
IT'S BETTER ІМ 
MULTIPLAYER! 


15 THAT THE 
SWITCH? CAN Т 
PLAY ? 


BY MATTHEW LOFFHAGEN 


LOOKS LIKE I MANAGED TO MAKE SOME FRIENDS AFTER ALL! 
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THE QUEST TO BE NUMBER 1 


One intrepid young YouTuber is waiting a full month to be first for the Switch! 


HOW FAR WOULD you go to be 
Number 1? Would you camp out all 
night before a major product launch? 
Would you get there even earlier, so 
that you had to spend several days 
sitting and waiting? How about 
pushing it even further? How about 
waiting an entire month?! 

As | write this, in early February 
of 2017, there’s a young man named 
Alex Pekala who's sitting in a chair 
outside the Nintendo NY store. He’s 
better known by his YouTube handle, 
CaptainNintendoDude — and he’s 
decided to do everything in his 
power to be the very first person 
waiting in line to buy the Nintendo 
Switch. That launch day, remember, 
isn’t until March 3! 


COMMUNITY 


This is a young man who’s either 


wildly courageous or entirely insane. 


(Probably a generous mix of both.) 
As a YouTuber who focuses on 
creating Nintendo-related content, 
though, he’s hit upon an idea that is 
fueling his channel with fresh, inter- 
esting videos for over four weeks 
straight, every day, so I’m thinking 
he’s more inspired than out of his 
mind. 

And he isn’t alone! Any Nintendo 
fan who's paid attention to past 
hardware launches like the Wii, 305 
and Wii U will remember Isaiah 
"TriForce" Johnson, the dedicated 
fan who managed to be first in line 
for all of them and won his way into 
the Guinness Book of World Records 


for having been Number 1 in line for 
more Nintendo launches than any 
other fan, ever. Back at the Wii U 
release in 2012, TriForce declared 
that he’d be retiring. Now, true to his 
word, he’s passing the torch to Alex, 
serving as a mentor and helping hold 
the line position when he needs to 
take breaks. It can’t be done alone! 


The entire undertaking is fasci- 
nating, too, as CND and TriForce are 
not technically allowed to officially 
line up until just a few days before 
the launch happens - otherwise the 
security at Rockefeller Center would 
bust them for loitering. So they’re 
having to be smart about "queueing" 
the line now, waiting across the road 
where Rockefeller’s jurisdiction can’t 
reach. 

Will they succeed in their quest? 
Will Alex actually become the first 
fan to buy the Switch, getting his 
photo snapped with Reggie the same 
way TriForce has so many times 
before? | can’t wait to see! — LUCAS 
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#AGDQ2017 benefits the Prevent Cancer Foundation 
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THE Biccest AGDQ YET! 


Over $2,200,000 raised as the debate over saving or killing the animals rages on. 


THERE WAS A little extra something in the air 
when Awesome Games Done Quick 2017 kicked off 
on January 8 this year. Was it a renewed sense of 
community? Was it a simple desire to educate the 
world on how to prevent cancer? Or was it a 
burning need to get revenge on the nightmarish 
year known as "2016?" Whatever it was, the speed- 
running community was definitely ready to shatter 
their old records. 

We'll just call it... "determination." 

AGDQ 2017 soared beyond all expectations, 
raising a record high $2,221,880.46 for the Prevent 
Cancer Foundation, a charity that’s worked to 
educate the public about cancer risks since 1985. 

As always, Nintendo consoles and games 
enjoyed a great amount of representation during 
the week-long 24/7 marathon livestream. A definite 
highlight was Super Metroid Rotation, run by 
Feral5x. This ROM hack plays much like the real 
Super Metroid, but with a literal twist — the entire 
game is rotated 90 degrees! What were once hori- 
zontal corridors full of enemies became dangerous 
vertical towers that could only be scaled with wall 
jumps. Boss fights, such as the Phantoon battle, 
became claustrophobic struggles to survive in 
rotated rooms with much less space to maneuver 
than before. Thankfully the escape from the 
exploding planet Zebes allowed Feral to drop down 
onto Samus’ spaceship — though one has to wonder 
how she was able to park it sideways like that! 

Speedrunning races are always exciting, and 
AGDQ 2017 was no different. Toad22484 and The 
Mexican Runner went head-to-head in the NES 
classic Contra. Using a precise button-mashing 
technique that allows the "Spread" weapon to con- 
stantly damage foes, the competitors raced toward 
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the finish line at a breakneck pace, destroying 
everything in their path. In the final stage, Toad 
managed to just barely pull ahead and regain 
Spread after an unfortunate death, narrowly 
winning by mere seconds. 

As if that wasn’t thrilling enough, the DuckTales 
race was even closer! Endy and Garadas21 hit the 
extraterrestrial ground running by immediately 
choosing the Moon stage, only to skip most of it via 
a helpful glitch. Their blazing speed seemed to 
tempt fate itself, since the game constantly gave 
each player bad luck when they were ahead, but 
good luck when they were behind. In the end, it 
came down to Endy being just a /ittle bit higher on 
the screen when it was time to climb up the final 
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rope and claim the final treasure, winning by only 
one single second. 

Not every game is а classic, though. Some can’t 
really be described as "masterpieces"... or even 
"playable"... yet they’re still given the spotlight 
during the time-honored tradition known as "Awful 
Block." Leading the charge of questionable life 
choices were Klaige and PJ, who introduced the 
world to the wonders of speedrunning Batman 
Forever for the SNES. A brawler made out of a 
mangled fighting game engine, it tells the heart- 
warming story of a barely animated Dynamic Duo 
falling through platforms, destroying evil-doers 
with flashlights and battling the martial arts master 
known as Nardo the Clown. Not to be outdone, 
Omnigamer showed off that forgotten SNES gem, 
Timecop. Ever wanted to ride in a submarine that 
takes up half the TV screen, or destroy an evil 
genius by hugging him in a jetpack? Then Timecop’s 
your Game of the Year, every year. 

As the week wound down, the crowd gathered 
into the audience to see the final game, Undertale, 
played by TGH. It was then that something magical 
happened. The donations had reached $1,000,000 
earlier in the day, yet all the viewers wanted to see 
the number climb even higher. Something was 
sparked inside everyone, and suddenly an entire 
avalanche of donations tumbled in all at once. 
Everyone in the stream room gazed at the screen, 
gasping and clapping every time the total rose. Just 
before the run started, there was a deafening roar 
from the crowd. Mike Uyama, the founder of GDQ, 
grabbed the microphone. For the first time in what 
felt like an eternity, he was able give his famous 
"GOOOAAAL!" yell, just as in events years ago! 

They had done it. For the first time, Games Done 
Quick broke $2,000,000. It took a lot of work, a lot 
of skill and a lot of love. But mostly they just had to 
stay determined. — LINDSEY 


gamesdonequick.com 
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OVERHAULING THE NES СІ А551ІС 


The miniaturized console can now host hundreds of additional games! 


| KNEW IT would happen. | just 
didn’t think it would happen so soon! 
When Nintendo announced that 
the new miniaturized NES Classic 
Edition would ship to stores with 30 
games pre-loaded — and with no 
official way to add any more to that 
number — | knew it was only a 
matter of time before the hobbyist 
hacker community came up with an 
unofficial workaround. And sure 
enough, they did — less than two 
months after it first went on sale! 


Instructions for how to achieve an 
expansion of the NES Classic’s array 
of available games began to make 
the rounds in early January, and they 
were quickly followed by custom 
programs that made the process 
even easier. "Hakchi 2" is the name 
of the tool, and, in the interest of 
science, | personally subjected my 
own NES Classic to the treatment. 
(You know, just so | could write about 
it for you all here!) 

It worked. It was incredibly simple 
— and it worked right away. 


At first, | added a single game to 
the built-in set of 30: Life Force, the 
two-player co-op sequel to Gradius 
that | had most hoped would’ve 
made the cut originally. (It was a 
childhood favorite for my brothers 
Josh and Dan and | to play together.) 
When Life Force booted right up and 
played perfectly, | dove into adding 
dozens more of my favorites from 
the ’80s and ’90s. 

Now, the legality in all this is all 
kinds of questionable. For me, it was 
an exercise in curiosity to see first- 
hand if this expansion could be done. 
So | did it, focusing on adding only 
games that | already own on physical 
NES cartridges. 

With one notable exception: 
Capcom’s 1990 Domino’s Pizza tie-in 
title, Yo! Noid. 

Why Yo! Noid? I have no idea. | 
rented it once when I was a kid. | 
don’t remember liking it all that 
much. Having played it again now as 
an adult, І can firmly state that | 


definitely don’t like it. 

But | can also firmly state that | 
was the first (and maybe still only) 
person on the planet to play Yo! Noid 
through an NES Classic. Woo-hoo? 

My curiosity satisfied, | haven't 
gone back to play around any further 
with my modded NES mini since that 
first day of seeing if the mod could 
be done. | don’t know when or if | 
will return to it — I've got my AVS 
system from RetroUSB to play my 
original cartridges in HD, and that 
one works with my original control- 
lers too. Perhaps my mini NES will 
become a video capture source when 
I need to grab footage of 8-bit titles? 
Or maybe 1'11 just fire it up when my 
brother comes over, to play some 
Life Force. 

What’s most interesting to me, in 
the wake of how easy this hack has 
turned out to be, is looking ahead to 
how Nintendo will sell NES Virtual 
Console titles in the future. Knowing 
they gave their community easy (if 
disreputable) access to the whole 
NES back catalog via this device, will 
they keep pricing 8-bit classics at $5 
apiece on the Switch, and beyond? 
Or will those prices finally go down? | 
hope that that happens. And soon! 

— LUCAS 
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LAUNCH MEMORIES 


We sat in a line in the Sporting Goods department. Some sprawled out across the floor. Others, like 
myself, took advantage of the nearby selection of camping chairs and made ourselves temporary owners 
of unfolded seating. 


And there | sat, for hours on end, waiting for the stroke of midnight to come. | passed the time by 
reading Bruce Campbell’s autobiography, "If Chins Could Kill: Confessions of a B Movie Actor." | remember 
it being entertaining. | remember getting more and more hyped with each passing hour, just waiting for 
the moment when we’d all be allowed to march, single-file, back to the Layaway counter to purchase our 
brand-new Nintendo GameCubes. 


That all happened in a Walmart, in the waning hours of Saturday, November 17, 2001. It was my first 
experience with camping out for the launch of a new Nintendo system! It was a grand event for my young, 
college-aged self to experience, surrounded on all sides by other Nintendo fans so fervent that they'd give 
up hours upon hours to ensure that they, too, would be among the first in the country to be able to bring 
home and power on Nintendo’s quirky new cube-shaped console. 


Even better than that experience, though? The ordeal my brother Dan and | endured five years later, 
while waiting for the Wii. This time we selected a Meijer location as the path of least resistance to a 
midnight sale. The hype surrounding the Wii launch was palpable, if you recall — it went on to suffer stock 
shortages for most of the next two years following its November 2006 debut. So, in hindsight, it probably 
wasn’t too crazy that we spent over 24 hours straight in a grocery store. 


Yes, indeed! Knowing that sales would begin just after 11:59 p.m. on Saturday, November 18, 2006, we 
decided to show up three hours before midnight... on the previous day. On Friday night. So we ended up 
waiting about 27 hours altogether before being able to make our purchases! 


The employees must’ve thought we were insane, but that was 

all part of the fun. A group of us all played multiplayer Mario 

IF CHINS Kart 05 to pass the time... well, some of the time. You can’t do 

COULD kart races for 27 hours straight. So we arranged furniture into a 

makeshift living room, read books, went shopping for food and 

ate it in the store as we got hungry and even got some sleep! 

CONFESSIONS (That was the best part — we created a little tucked-away alcove 

in the bedding aisle, giving us just enough space to lay down and 

MOVIE snooze with a wall of pillows hiding us from the view of normal 
customers. It was glorious.) 


Other launches haven’t been as fun or memorable, as | just 
walked into a store to buy a Wii U in 2012, and I think GameStop 
lines for DS and 3DS? Getting the Switch might not be such an 
event either, here in this age of Amazon Prime. But maybe ГІ 
take a drive over to Walmart or Meijer on the night before the 
Switch goes public and peek behind the 
pillows — just to see if any other 
young Nintendo fans managed 
to have the same idea! 


